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IMP”' mi nMMiiiiiir 


1 • - - Battle Tank simulation. We thank you for 
v du many hours of gaming enjoyment. 

; —mated and warfare. Growing ever stronger, faster, 
r*: nave also been the focus of a technological 
-- - *,i:r snges that have characterized the evolution of the 
_ ;r * - c , : r- 3n t than the integration of electronic sensing, 

: dp t :ne armored weapons system. 

: - s -^ulate those changes. Armored Fist 2 gives you 
"iimr «m wmm i that make the Ml A2 the most advanced armored 

in i n, -- T -: rase the potential interest and utility of the program, AF2 

■mm ■ .. a m < : - t : these, the Easy Mode gives you full control over the vehi- 

; : Realistic with AutoLock modes are more demanding and 
jB ig iii 1 " —i i —:r~: -or ting experience. 

i . -e - : : as possible, we have recreated the battlefield in great 
: : rented Voxel Space™ 2 rendering technology, the terrain is 

.-ecualed masking. The vehicles and other objects in 
~ * :;r -crvcted using high resolution polygon-based models so they 
. - E_*oasions have been created in great detail, and smoke is 
c Deararce even more true-to-life. We have also included an 
-. sr : c-amefield sounds - all in Dolby SurroundSound™. 

; me ultimate gaming experience, so Armored Fist 2 also offers 
:c *.: Up to eight players can participate in three different types of 

fcppoirmr arc : _ a so have the option of playing over the Internet. 

rr mmrur* - ■ . • operate alone, and Armored Fist 2 faithfully recreates that 

irr n v mrssi Dns give you at least four tanks to control (some as many as 

m i :: —z ete cast of supporting arms, including Bradley fighting 

nog - :-**:--r-ts, and air support from Apache helicopters and A-l 0 ground 


. it ndude a variety of combat vehicles from around the world, 
*_s>.ar T -80 tank and deadly BMP missile launchers. Most 
t Hnd -e copter, missile armed and heavily armored. When 
Ftst 2's new Al, these vehicles will give you all the 

•aro l«r. 


*ur 2 a 


advantage of new MMX™ technology to 
•: —jn faster and look better. Smoke 

oniy look much more realistic but are also 
.'-•m -jnning on a CPU featuring MMX™. 


t standard for armored 
r -ave tried to make a product 
_n-f i->d o ayable, and we hope that 

..ii : - - .ji—^ e.e of enjoyment playing 

3 btd? t-jt do creating it. 
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Armored Fist 2 can be played in three different ways: Easy Mode, Realistic Mode and Reaiiai 
Mode with AutoLock. Each of these ways of playing the game has certain advantages. 

Consider which mode might be best suited to you. 

The Sim Modes are selected in the Sim Modes menu. Access the Sim Modes menu from znA 
Mission Menu during a mission or from the Settings menu in the Main Menu. 

A) Easy Mode 

Easy Mode automates and simplifies many aspects of tank control. It compensates T n 
the fact that a real M1A2 would be operated by a well-trained crew of 4 and makes 
tank control the most consistent from one crew position to another. It is the defa.^ 
mode when you first play the game. 

In Easy Mode, you can use the joystick or arrow keys to drive and steer the tank fnyr 
the chase views and all crew positions. Pressing Joystick button 2 (or 'Enter') will 
AutoLock on a target and track it with the cannon. Pressing the joystick trigger (or 
'Spacebar') will fire the cannon from any view except the Tank Commander's Button 
position, where it will hand off the current target to the Gunner for engagement. 

Other tank controls are also available in Easy Mode. Refer to the Easy Mode Contro I 
Matrix on page 21 for more detailed information. 

^2 j Realistic Mode 

Realistic Mode gives you more specialized control of various parts of the tank depeno-l 
ing upon which view or crew position you are playing in. It gives you the greatest I 
sense of each individual crew position while still simplifying some aspects of tank 
control. 

In Realistic Mode , you control primarily only those features of the tank which are 
appropriate to the crew position you are in. For example, you drive and steer the tan 
from the Driver's position, aim and fire the cannon and coax machine gun from the 
Gunner's position, designate and hand off targets from the Tank Commander's 
Buttoned (CITV) position and aim and fire the .50 cal machine gun from the Tank 
Commander's Unbuttoned (.50 cal) position. 


For more detailed information regarding additional controls in Realistic Mode, refer to 
the Realistic Mode Control Matrix on page 22. 


% Realistic Mode 


with AutoLock 


The third way to play Armored Fist 2 has many of the advantages of both Easy and 
Realistic Modes. By selecting Realistic Mode and turning AutoLock on, you get 
essentially all of the crew-position-specific controls of Realistic Mode with the added 
convenience of being able to AutoLock the Cannon, CITV and .50 cal machine gun 
on targets. 


To play the game in this mode, select Realistic Mode from the Sim Modes menu. 
When Realistic Mode is selected, an additional option for AutoLock will be enabled. 
Be sure the AutoLock checkbox is turned on. 


















Fist 2 Sim Modes 
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Realistic Mode from the Sim Modes menu. 
ir additional option for AutoLock will be enabled, 
turned on. 



Chapter One: 
installation and Set-Up 


ebt 2 :must first install the game files onto your 

- r - st 3 program completes its tasks, it will run the 
. : --o-perfy configure your computer. 


: T _ ! : ease proceed to DOS Installation. If your 
Hi - :: v5 "ollow the procedure immediately below. 

Installation 

... : *"r game, close all programs that your computer may 

~ ation program requires all your computer's 


m ZZ me .our CD ROM 
► pn.e door. The 
*'il mow take over. 

:r zr*e of the menu 
:.corre- 


hoiibsl 

wrnmwz D -roer ned letter. The 
rwru *ou the following 

mmarn 

Rst 2 Select this 
:»* r-tr simulation. You 

..Ill . - : - na the program to your hard drive 



. ■ — :•. K-rwored Fist 2. This option runs the Setup program, giving you 
•r me*:rur r. *; configure sound, video, and graphics settings so that the 
2 i ®—ip :er. your specific hardware. 

j \ mm rf rf Fist 2 Select this option to install the simulation onto your 
— ust install the game before you can play. 

_ 3 Demo. This selection installs a demo version of 
Mm : ng Comanche 3 helicopter simulation on your hard drive. 
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Q Install F22 Lightning II Demo. This selection installs a demo versior r 
“ premier air-fighting simulation F-22 Lightning II onto your hard drive. 

B * nsta, l K a,i - Make this selection to place the Kali program on your o 
■" Kali enables you to play Armored Fist 2 over the Internet. 

o Vlew Readme. The Readme file contains the latest technical and ga 
“ information about the program. 

B I x P ,ore CD - The Armored Fist 2 CD also contains informational files 
“ demos of other Novalogic games, such as Comanche 3 and F-22 Lightri 
Select this option to explore all the contents of the CD. 

|~|| Exit. Exits the AutoRun program. 

When you are ready, select Install Armored Fist 2. 

DOS Installation 

Place the Armored Fist 2 CD into your CD ROM drive. If you are performing 
installation in a Windows® 95 DOS box, you need to shut down all other prog 
before continuing. It is recommended that if you're running Windows® 95, yo. 
install AF2 as a Windows application instead of through a DOS box. If you stil 
to install as a DOS app, you should make sure that SmartDrive is installed and 
other services such as network support are also installed. Assuming that your 
ROM drive is your D drive: 

1) At the C:> prompt, type: D: 'Enter' 

2) At the D:> prompt, type: install 'Enter' 


Installing Armored 
Fist 2 Game Files 

To choose a menu item use the up or 
down arrow keys on your keyboard, then 
press the 'Enter' key when you have made 
your selection, or just press the highlight¬ 
ed letter of your menu choice. 

Press the 'Esc' key to back up to a 
previous screen during the installation 
process. Press the 'Alt' and 'X' keys 
simultaneously to exit the installation 
routine at any time. 



1) At the beginning of the installation program you are given the opportunity 
to select a destination folder for the game. A default destination (C:\AF2) 
is typed in the window for you. Press the 'Enter' key to select the default 
destination. Otherwise, type in your own folder name and press 'Enter'. 

If the folder you specify does not already exist on your hard drive, the Install 
program will create it for you. 



















This selection installs a demo version rr 
'22 Lightning II onto your hard drive. 

t0 D * ace the Kali program on your 
Fist 2 over the Internet. 

• contains the latest technical and game- 

2 CD also contains informational files aid 
5, such as Comanche 3 and F-22 Lightr, x?l 

:n e contents of the CD. 


iLue 


jM w B i TC u r rr : a' : - are asked to select one of four 

3 « ibich m ~ mal Installation, Typical Installation, 

r Mt : r r Szzt on. We suggest that you select the 
- . - iceed. This will take up a greater 
r - •: rr-.e out you'll find the action is much faster. 

- a: dm level if you intend to participate in 
and - : * -. 5 . e access to the original CD. 

Ik :r - ace at the destination site for the 
* ,^era<3 the program will copy the files from your 
yr? «: MC - • : - -:: r een progress meter displays the comple- 
hnfpMl fue a — transfers the files. 

rr - : a orocedure automatically adds a NovaLogic 
; a". Menu under the Programs heading. 

WBZ m:- : ° the NovaLogic folder contains two 

fl 1 *'-; \rmored Fist 2 and Setup. 

- - a: copied all necessary qame files, it automati- 


UMP**' 

JjJUl; 


nored Fist 2. 


v-D ROM drive. If you are performing L 
you need to shut down all other prog 
that if you're running Windows® 95, 
s:ead of through a DOS box. If you still 
1<e sure that SmartDrive is installed and 
are also installed. Assuming that your 


7: Procedure 


»o- 'our major 
i oeo Setup; 
and 


Imme? re Setup 
t m js»»r £i;c z^d Save 
#*r : r zr . . ou will leave 
w eercrs, and you will 
rm jfuc zrycess. 


,.xz :z configure and test your video device. Follow the on- 
mmam ’-.r. ig .our VESA driver. The preferred selection is VESA 
m Kfr • •: r ers, select VESA 1.0 as an override. 


my* - to configure and test your audio devices. 


- r cgram you are given the opportunity 
- game. A default destination (C:\AF2) 

55 :ne ^nter' key to select the default 
' own folder name and press 'Enter'. 

'eady exist on your hard drive, the Install 


111 



me :*r c' ; screen contains a list of sound cards. You may allow Setup 
ec* : r= 5 cftce of a sound device, or choose a sound device from the 
^structions for selecting and testing your sound device. 


. T ~- contains a list of music devices. It functions in the same 

~~ ; ; : ; zjnd Device menu selection that precedes it. Select a music 
jnc - me onscreen instructions. 

























Multi-Player Settings 


This menu is used to configure your system to allow you to participate in Multi-Pawr 
games. 

Modem: To configure your system for multi-player Armored Fist 2 games, .: _ i 
first need to tell Setup which COM port your modem connection is on. 

Select Com 1 or Com 2, or enter a Com port number. Enter a custom CO'/ m 
your modem is not connected to either of your other two COM port selections 

Next you will need to describe your modem to the Setup program. Select yox 
modem from the list provided. If your modem is not listed, try the Hayes 
Compatible menu option. If your modem still does not work properly, select 1 
Modem Defaults option. If the Modem Defaults option doesn't work, describe 
modem by choosing Custom Modem Definition. When you create a custom me 
definition, you will be given the opportunity to enter your modem's initializat' 
string. Consult your modem manual for help in making an initialization string 
should initialize your modem for NO data compression and NO error correct 
best performance. Setup includes a modem initialization test procedure. 

Serial Cable (Null Modem): If you have a serial (null modem) cable, you can 
connect two computers directly. Select the COM port that your serial cable is 
connected to. As with the modem COM port, you can enter a custom COM 
your COM port is not listed. 

IPX Network: Select an IPX socket number for your game. Make sure that all 
players are using the same socket number. A socket is similar to a TV channe! 
Unless all players in your game are tuned to the same socket number, the signed 
you broadcast will not reach every person. 

In most cases, the default socket number will work properly. Only one game car-! 
run on a given socket, so if you want to run more than one game on the same 
network be sure that each game is running on a separate socket. Running mul 1 
games over the same network can slow down network performance. 



Performance Settings 


This menu selection is used to configure your system for faster and smoother pia» 

p**? Use page flipping: Page flipping is a technique that can produce smoo 
“ animations. Some video devices do not properly support page flipping. ~ 
your video display acts erratically with page flipping selected, leave this 
unchecked. 

mu Conserve Memory: If you check this option Armored Fist 2 will draw 

certain textures in lower resolution to save memory. You will be sacrificing 
some graphic detail, but the game will run better on less powerful systems 
If your computer has 16 MB of RAM or less you should definitely check 
this item. 

MH Disable Animations (Slow CD ROM): If your CD ROM is slower than a 4X 
speed model the Setup program will detect it and automatically skip the 
Armored Fist 2 animations. If you don't want to see the animations you 
can manually check this item. 
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modern initialization test procedure. 

e a serial (null modem) cable, you can 
~ :he COM port that your serial cable is 
M P° n r you can enter a custom COM peril 



: 22 *hz: The default for this selection is ON. 

. :*:: ems with your sound card, unchecking 
— to mix digital music at the rate specified 
program. If you are not experiencing 
-. selection turned on for highest quality 


Setup 


; - ;• :t during the initial Setup procedure, follow 
UDuoir :~r operating system below. 

>mp Procedure 

c : - Novalogic/AF2 folder. If you wish to make 
mu an :r : : the same method as for the initial Setup 


?*>:edure 

-jura - : j- DOS, access the AF2 folder (C:\AF2 for example), 
■no "i" Setup Enter' 

:: -■ gyration using the same techniques as during the 



iber for your game. Make sure that all 
ber. A socket is similar to a TV channel. 


ed to the same socket number, the signal 

on. 


er will work properly. Only one game ca r I 
^ run more than one game on the same 
"ig on a separate socket. Running multipJ 
r down network performance. 


e your system for faster and smoother pla, I 

o is a technique that can produce smooth! 
do not properly support page flipping. If | 
> P a ge flipping selected, leave this itsJ 



rz: the Game 

HIwj d- riz a ed and setup Armored Fist 2 on your hard drive, 

hip *Te game in Windows® 95 just double click on the 

mjr . az : o, or click on Start Armored Fist 2 in the AutoRun 
tsmugwmiSEr 2C S -d»(Iow these simple steps: 


rift 1 " 

1 


Mr- fi H f * n,, 22 s r CD drive 
■MU jp ~ ' I > rv oe the following: cd\af2 'Enter' 
■MBOI jr: r-: * 2 AT2 > type the following: af2 'Enter' 
■pm -vn. Enjoy! 


:k this option Armored Fist 2 will draw 
on to save memory. You will be sacrificino 
je will run better on less powerful systems 
vA\1 or less you should definitely check 

?OM): If your CD ROM is slower than a 4 s 
,v detect it and automatically skip the 
ou don't want to see the animations you 
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leLpt 

luicl 


ir i|Mi 1 u. : ~ed ~e^e uses the game's Easy Mode to get you 

i 5 mulation mainly from the External (Chase) 

m .. ■.r~ 2 ttle more familiar with the simulation you can 
w r* ; -: Crew Positions , and eventually explore the 


JaMnw 1 


mm . f i nave just installed the program, select Start 

Ttm r *- -/r^nmenu. If you are running the simulation 
click on the Armored Fist 2 program icon or its 
■ to. m : - 3 in DOS, go to the directory that contains the 
sZ ; rne r'ompt, then press 'Enter'. 

. — s'zer. There is a default Commander already entered. 
- - . me 'Del' key to remove the old name, then type in 
MUBiT - Commander and press 'Enter'. This will overwrite 

Ijiirmarcaer 

_ t me arrow keys to scroll down and highlight the 
: - the Main Menu and press 'Enter', then choose your 
He l - ~ - 2 • Selecting 29 Palms takes you to the US Marine 

Ibm: :. -: at Twenty-Nine Palms, California, for basic or advanced 

- : :~'a: on of the M1A2. If you select the Solo Duty 
r* Lscns will be combat operations involving a single M1A2. 

_ :e the arrow keys to select a Mission from the list, then 
x : -: _c the Mission Briefing. Missions are arranged in 

:* o ~ culty, and some are follow-ups to earlier scenarios, but 
ar::*: - a - . — ssion from the list. 


E ' r* ng and check out the Mission Map. 


j • -.ant to get right into the action, without 

r xlt c- 5 mply follow the step-by-step instructions 
vnored Fist 2 features two campaign sets (29 
mi aesonad for new players. We recommend that you 


Chapter 2 















Chapter 2 


The Chase View 



Use the mouse to select MAP at 
the bottom of the briefing screen, 
and scroll by pressing the left 
mouse button with the cursor 
near the edge of the screen. 

Press 'Enter' or click on the 
Accept box at the lower right to 
start the mission, or press 'Esc' 
or click on the Back box at the 
left to return to the menu. After 
the selected mission loads you 
will get a panoramic look at the 
battlefield, then come to a 
position just behind and above 
your Ml A2. You are now ready to 
start your mission. Good luck! 


Playing Armored Fist 2 

Press the 'Pause' key now to stop the simulation, so you can familiarize you 
the Ml A2 and its environment. Pressing this key again will put you back 
action. To exit any part of Armored Fist 2 , or to access the Mission Ment. 
'Esc'. In the top left corner of every game screen AF2 displays the nickname 
current tank and the name of the mission you are fighting. In Chase Views 
the Easy Sim Mode, you can press joystick button 2 or 'Enter' to get a targe: 
and press the Trigger button (Button 1) on the joystick or the 'Space Bar' to 
cannon. 
















• a .-s be visible from your viewpoint, so there is 
trxjkating the direction to the next waypoint. 

fixt waypoint marker. It is not normally necesj 
•: nt to successfully complete a mission. You ma 






JT . 


~e using the Inter-Vehicular Information 


: c 3.5 for the tank's current movement condi- 
i*uii'] iwc w : :n r.atus. A pointer indicates what cannon 
Mi<i> *»^r.e± Use the < and > keys to cycle through the 

I ' . . I c ic the selected ammunition as soon as the 

rPfciaT’C • * " me breech. If you have checked Auto Round 

~~ '-lodes, or from Mission Menu/Sim Modes) the 
Ml r c ; : c^3te ammunition type for you. 

m m :■- grated, the target type appears in red on this 


: m right of the screen is a Damage Display. If 

.: : enemy action it will flash red. In Easy mode, when 

MM :ee- r epaired it will no longer be red. The circle 
mop > z*&' serves as a Threat Display. If the tank receives 
- - direction from which the fire came will flash red. 


Hp ir i * . ~ _ tor showing either the Gunner's Primary Sight 

: ar* screen. If you have a target selected the GPS 
■HM'^ 1 r*r me map. You can manually select either screen, or 

Zm e r *: ^gh the three display modes with the " (quotation 


:ur *x; always points to the top of the screen, so if you 
~~ : * spin to maintain that orientation. Use the V and 

Mi*i«]' |l, ' : >T’'’'««nr - : :«n the keyboard (not the keypad) to zoom in and out on 

rrac Jsplay. 


red Fist 2 


3 simulation, so you can familiarize yourser 4 
dressing this key again will put you back inti J 
yored Fist 2, or to access the Mission Menu : | 
• c . game screen AF2 displays the nickname or I 
~e mission you are fighting. In Chase Views , 

-- joystick button 2 or 'Enter' to get a target : 
utton 1) on the joystick or the 'Space Bar' to ftm t 


Ms m is mated target appears in the center of the lower part 
iMt j ~ - -: :uuare to indicate that a cannon round is loaded. 


“real Damage Display 


In the Chase View yo« t 
zoom your perspecti .r I 
right behind the tan* « 
the 'FT key or back it ai 
for a longer view with u 
'F2' through 'F4' keys. 


The two decimal numo 
on the terrain ahead afl 
tank, with vertical lines 
pointing to the ground 
waypoints, marking su 
sive locations through 
which the tank is to tra 
in pursuit of the missior 
objectives. The numt 
indicate the waypoint's 
distance from your tan*; 
kilometers. 


in the Tactical Map, ground contours appear in 
green. The lighter the green, the higher the 
terrain. Friendly forces are blue, with your tank 
centered in the screen. Neutral structures and 
vehicles show as gray. Enemy forces you have 
spotted, or which have been located by other 
friendly forces and entered into the IVIS by higher 
command, appear in red. If no friendly unit has 
spotted an enemy force, it will not show up on the 
map. Objects that are Mission Goals or which must 
be destroyed to succeed with the mission will be 
outlined in yellow. 




isrwfffTv 

Shapnoti* 

iwsjjra 
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1/4 Speed 


Driver 


IVIS 


Gunner 


Chase View TC Buttoned TC Unbuttoned 


The Control Bar, at the bottom of every screen, gives you access to the Ctm 
view, to the different crew positions, and to the main IVIS screen. In Rea : x 
you can control the speed of the tank by using the Speed Selector buttons j 
right of the Control Bar. Pressing one of the speed selectorbuttons spec io 
speed for the tank (Stop; 1/4 speed; 1/2 speed; or Full speed). In Easyro* 
Speed Selector buttons are not used and do not appear on the screen. 


Into the Action 

Press the 'Pause' key again 
to get things rolling. Now 
would be a good time to 
practice maneuvering the 
Ml A2, before an enemy force 
shows up to spoil your day. 

If you have a joystick 
connected, push the stick 
forward to make the tank 
go forward, and pull back 
on the stick to make the 
tank move in reverse. 

Pushing the stick right or 
left will turn the tank in that 
direction. The farther you 
push the joystick, the faster the 
tank moves, and when you 
center the stick the tank will 
slow to a halt. 


Buttom&j 

Lock Ti 


2-button Joystick! 


Button 1 

Trigger 


Button 4: 

Align All to 
Hull 


Hatswitch 


Button 2: 

Lock Target 

Button 3: 

Fire Machine Cw 


4-button Joystick 









: '' w Driver m Stop 1/4 Speed 1/2 Spar J 


- ■ screen, gives you access to the i>.J 
2 nd to the main IVIS screen. In Rea - ij 
-- • by using the Speed Selector buttons m 
-'e of the speed selectorbuttons spec fie « , 
d ; 1 2 s P eed ; or Full speed). In Easy moo J 
*rd and do not appear on the screen. 


Butto- a 

Lock TarvJ 


Button 

Trigger 


2-button Joystick 


i 1: 


Hatswitch 


Button 2: 

Lock Target 

Button 3: 

Fire Machine Cun 


nr :''* r - 2 row <eys, or the '8' or '2' key on the keypad 
mmw - . ou press a key and hold it down the 

uuwif^. r f As ong as you hold a movement key down 
uni « ■. ~e: me maximum speed possible for the terrain it 

. ’to® slows to a stop. To continue moving 

■L ' - - *: <eep a key pressed. 

m r "■= 1 and '6' keys on the keypad) turn the tank 
PEtoj* »■" - c 1 *- n combination with other key inputs or 

Wk fltaB r - - : mat in Easy mode the M1A2 will come to a halt 
B||||ig M . | |||g| R; : - : :omewhere. In this mode you can use the 

.. . t * - "Te movements of a tank from any vehicle 

pW ,|llir d ' : -C ng all the crew positions. 

mr feU* an o h keys to rotate the turret and elevate the gun 

® *"* - : time as you move the joystick or press an 

■fcinrm • c :-i’z eouivalents. The 'A' key rotates the turret left, 
KMiPE. * * f • raises the gun barrel and 'S' lowers it. In Easy 

wi MM iicao . if' see below) the crew will automatically bring the 
rilttr re c-zee-making it unneccessary to manually move the 


fcfcKTi—Targeting and Shooting 


L_. 


“> - - : -- ze r which will keep the gun pointed in the same 
*• ■-=-« movements. Press the (tilde) key to autostabi- 

it asm 1 “ : - :n Autostabilize turned on, the gun will stay locked 
- - - can see it, or until you move the gun yourself. In 

to* ••• - * -'em will maintain the gun's deflection and elevation 

Ewitfi . ‘ : enabled. Press again when you are ready to disen- 


cotton 2 (or 'Enter') to AutoLock the cannon onto a 
■: button 2 cycles the AutoLock through available targets 
: - :ie see the Targeting, Shooting and Damage chapter 
-■■; -*c "g the three targeting modes). Each time you select a 
~ t : .*.er left will show a GPS view of the target along with 
: jt crew will also verbally confirm the target lock. 


' !i«G 

r .irj 


e -jroe to 
r. -ear me 
it the 




4-button joystick 


Wkf ptbi nr» me car-non, 

• me coaxial 

■nr " .3UUIr 

■MB* u a* aoe to see 
Mimtuii' oMtanur cere able to 
ML TN® wri n the 
■Tiir "ar* hr-'winder's 
mmimz ceca^se your 
s *nTe than the 
W* tow?an> Sort, so you 
r Msut . m -gs that 
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the GPS cannot. You may also encounter situations where the GPS car 
vehicle but you cannot fire at it. In such situations, you will hear the G ur-Tgj 
you that the gun tube cannot be brought to bear on the target. This hacrartl 
because the gun cannot elevate or depress enough to reach the target. Yai * 
have to maneuver to bring the target inside the gun's envelope. 

If your shot destroys a target it will appear burnt or damaged, and its icon aj 
IVIS screen or the tactical map will go black. You may also see it explode a-iiL 
start to smoke. Pressing button 2 or 'Enter' again will select a new target li 
one available to the targeting system. You can lose target lock if the M 1 .Ca 
sight to the target becomes obstructed, and may have to maneuver to brine* 
target back into vision. 

Assuming that you are operating with Auto Round Selector enabled, your 
automatically reload the gun with an appropriate ammunition type. If you r* 
your mind about what ammunition type you want in the cannon after a roj* 
been loaded, you can select a different round by cycling through the list or m 
nition types with the < or > key or by using a keyboard command, but you 
have to fire the gun to get the current round out of the chamber. The am-ui 
type currently in the gun is red on the ammunition list, and the type you v.an 
Loader to put into the gun when it is empty will be indicated by a marker. 1 
round has been loaded you will hear the Loader say so ('up!' means loaded; i 
small red square will show on the GPS or the tactical map. 



As you move through your miss 



in mind that you do not necessa^ > 1 
to destroy every enemy vehicle to «ifl 
Use the tactical map icons (yellow-:* 
ones have to be eliminated), the GOl 


readout, and the time remaining in 1 
mission to determine how close ycwi 
to success. Read the mission brief'd 
determine what the mission objects 


are. Also, pay attention to the cre^'i 
conversation. They will give you 
tant clues about the action. 


The mission ends: 

• when either your force or the enemy's has achieved all its mission objectives I 

• when time expires 

• when all the tanks in your force have been destroyed 

• or when you quit the mission by using the 'Esc' key and the Mission Menu. I 

If you have undertaken a mission with more than one Ml A2 under your com ^ 
you may jump to another tank whenever you like, even if a tank you are curren:* 
in is hit and destroyed. Press the 'Tab' key to bring up a display of all the tanks * 
__fhor, ..os thp armw kpvs and 'Enter' to select which tank you wail 


can command, then use the arrow keys and 'Enter' to select which tank you war 
control. If your tank dies, and there are other tanks available for you to control! 


Jump Display automatically comes up. Platoon leader's tanks are marked with 
a small arrow. The box below the list of tanks contains information about the 
selected tank. 
























:: jnter situations where the GPS can targe: i 
• such situations, you will hear the Gunner taM 
rought to bear on the target. This happem 
depress enough to reach the target. You w 
:et inside the gun's envelope. 

appear burnt or damaged, and its icon or 
go black. You may also see it explode ana m | 
of 'Enter 7 again will select a new target, if t 
im You can lose target lock if the M1A2's i 
cted, and may have to maneuver to bring i 


. :h Auto Round Selector enabled, your Loaoe « 
ar appropriate ammunition type. If you cha 
- type you want in the cannon after a rourx: i 
■rent round by cycling through the list of a" 
b> using a keyboard command, but you wi 
rent round out of the chamber. The ammu 
the ammunition list, and the type you wan -1 
: s empty will be indicated by a marker. VV 
3" the Loader say so ('up!' means loaded), i 
GPS or the tactical map. 

As you move through your mission. < 
in mind that you do not necessarih 1 
to destroy every enemy vehicle to . « ■ 
Use the tactical map icons (yellows 
ones have to be eliminated), the GC 
readout, and the time remaining in 1 
mission to determine how close you j 
to success. Read the mission briefin: 
determine what the mission object!.* 

- are. Also, pay attention to the crew; 

mam conversation. They will give you in 
tant clues about the action. 

’e-m/s has achieved all its mission objectives 

have been destroyed 

. ^sing the 'Esc' key and the Mission Menu. 

wth more than one Ml A2 under your comn 
enever you like, even if a tank you are curren 
Tab key to bring up a display of all the tanks j 
. *eys and 'Enter' to select which tank you ’ 
re other tanks available for you to control 1 
up. Platoon leader's tanks are marked with 
r. of tanks contains information about the 
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Chapter Three: 
Simulation Modes and 
Game Controls 


t rcr Z . - oe played in two modes. In Easy Mode, controls for most func- 
briii . : - -cm any vehicle location, the player drives the tank at all times 
t . *: performed by pressing joystick button 2 or pressing 'Enter', 

m - - t o ayer is more involved with target acquisition and aiming 

mm :ns are more automatic. 

i - ^ is to select Realistic mode with the AutoLock feature selected 
- - This gives you many of the advantages of both modes. 

.— ne which settings are best for you. 


Cj atrol Matrix - Easy Mode 



1- 


VIEWS 

9 


Zmse Vhgw 

TC Buttoned 

TC Unbuttoned Gunner 

Driver 




Drive Tank 

- ► 


Onvrcr 

Control 

Cl TV 

Control Control 

.50 cal Cannon 

Control 

Cannon 


j 

Control 

crrv 

Control Control 

.50 cal Cannon 

Control 

Cannon 



Control 

Cannon 

Control N A 

Cannon 

NA 


mm 

Hand-off target 
to Gunner 

Fire the Fire 

.50 cal Cannon 

Fire 

Cannon 

1 

The- 

Fire 

Cannon 

Fire Fire 

Cannon Cannon 

NA 


Eg- 

AutoLock 

crrv 

AutoLock AutoLock 

' 50ral . Cann ° n .: 

AutoLock 

Cannon 



AutoLock 

Cannon 


NA 
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AF2 Control Matrix - Realistic Mode 


Chase View TC Buttoned TC Unbuttoned Gunner 


Control 

Cannon 


Control 
.50 cal 


Drive Tank Control 
CITV 


Joystick 


Control 

Cannon 


Control 

Cannon 


Ctrl + 
Joystick 


Fire 

Cannon 


Hand-off target Fire the 
to Gunner .50 cal 


Trigger $ 


Fire 

Cannon 


Fire 

Cannon 


Ctrl + 
Trigger f 

Button 2 


Cannon 


AutdLock 
CITV * 


AutoLock 


Ctrl + 


Cannon * 


Button 2 


* When AutoLocking is selected in the Sim Mode Menu. 
$ Button 1 


In the AF2 Control Matrix all references to the joystick apply to the arrow keys i 
well, and references to the Hat Switch also refer to the secondary control keys i 
'W', 'A', 'S' and 'D' keys on the keyboard). Mentions of the Fire Button (the jw 
stick's Trigger button) also apply to the 'Space Bar'. 


Hatswitch 


Button 1 

(Trigger) 


Keyboard Equivalent = 'W', 'A', S 


Keyboard Equivalent = Space Bar 


Directional Con 


Keyboard Equivalent = Arro* 


VIEWS 



























' Unbuttoned 


Cannon 


Cannon 


' 


VIEWS 


Control 

Control 

- 

.50 cal 

Cannon 


Control 

NA 

NA ^ 

Cannon 

_ « : 




jcr.stick 


t z ire the Fire 

.50 cai Cannon 


Fire 

Cannon 


Fire 


.50 zm 


AutoLock 
.50 ca! * 


AutoLock 
Cannon * 


<ode Menu. 


‘re joystick apply to the arrow ke;-: a 
: ^efer to the secondary control key: fl 
Mentions of the Fire Button (the jo* 
pace Bar'. 




Hatswitch 




ML 1 


Keyboard Equivalent = 'W, 'A', 'S Z 




Directional Contn 


Keyboard Equivalent = Arro* 


[ «:. *; exercise primary control in the simulation with either 
- : : *'3 Select the method best suited to your style of play, 
control device, used in several critical areas. In 
-- -res a series of specialized displays, giving you impor- 
3 cr := format for quick and easy viewing, and there are 
31 7i€f other important game functions. 


r*r. . our joystick type from the joystick section of the Main 
—r Esc' key to call up these menus. You may also choose to 
■ :ot pedals, and you can select what part of the tank the 
Once you have selected the joystick type you will be 
: n :k and hatswitch, and calibration will be complete. 

: :es not work correctly, try the manual calibration setting . 
re same menu,, then follow the prompts. If neither proce- 
ijr joystick's documentation. 

H Lirtrol 

"c re maneuvers of an M1A2 with a joystick is simple and 
r.-. 3 rd to make the tank go forward, and pull back to make 
i - re stick right or left to turn the tank. The farther you push 

• - tr.f' the tank moves. The tank will slow to a halt when you 

* K .stick throttle controls are disabled in Armored Fist 2. 

in" and 22 illustrate the Armored Fist 2 control system. You 

..a*- - : - ar with the basic tenets of the control system, and with a 

*. • : ~ no problem controlling all aspects of the M1A2. 

Matrix all references to the joystick also apply to the arrow 
c r : 'vr r the keypad. References to the Hat Switch also refer to the 
vn - . w\ 'A', 'S', and 'D') on the keyboard. References to the 
in -2 iso refer to the 'Space Bar' and 'Enter' keys, respectively. 

■ 

.ok -e Chose View, the Gunner's position or the Drivers position 

a. i ~~a* outton 2 to AutoLock targets. If you prefer to manually aim 
~ m :-ese . ews, hold down the 'Ctrl' key and use the joystick or 

Tank Commander's Unbuttoned (.50 cal) position, button 2 
- :; ca! machine gun while in the Tank Commander's Buttoned 
:n 2 AutoLocks the CITV. Holding down the 'Ctrl' key with the 
mw «T ,s can be used to manually position the CITV or .50 cal 
ectrvely. 

e cystick controls tank movement in the Chase view and in the 
- - I TV in the Buttoned position, the .50 caliber machine gun in 
: on, and the turret in the Gunner's position. Use 'Ctrl' plus the 

.50 caliber from a Chase view. 


tl 0 l S 


listic Mode 

























Joystick Buttons 


Armored Fist 2 supports joysticks with up to four buttons and a Hat Swan 
are using a programmable joystick to operate the simulation you may se* 
control to assign to your joystick buttons. See the joystick's documents' :r | 
assignment procedure, and the enclosed list of key controls to determine n 
possibilities. 


0 


0 


Button 1 - joystick button 1 (trigger) is used to fire the cannon fr?~ i 
of the views in Armored Fist 2. Refer to the charts on pages 21 arc . 
the specific function in the Simulation Mode and vehicle location - 
playing in. 

Button 2 - Button 2 is most often used to acquire an AutoLock or. 
target. Again, refer to the charts on pages 21 and 22 for the spec**:! 
tion in the Simulation Mode and vehicle location you are playing r 


© Button 3 - Fires the coaxial machine gun. 



Button 4 - Turns all the movable components of the tank (turret, Cr% 
caliber machine gun) to the same facing as the hull. 

Hat Switch - The Hat Switch can be used to control the cannon, the 
the .50 caliber machine gun, depending on where you are in the sirrui 
and on whether or not you use the 'Ctrl' key in conjuction with the hat I 


Keyboard Control 

All Armored Fist 2 functions can be carried out via the keyboard. Keyboard 
controls are arranged in a series of functional groups, providing easy access to 
simulation and allowing quick and logical control over the actions of single t=r^ 
and larger units. Refer to the enclosed Keyboard Command Chart for a gooc « 
of the Armored Fist 2 keyboard arrangement. Armored Fist 2 also includes a 
board overlay to assist you in using the Function Keys and the number keys a:* 
top of your keyboard. 

Targeting and Shooting Keys 

The 'Space Bar' and the 'Enter' key are among the most important in the game—I 
they allow you to lock on targets and fire the cannon. These keys correspond 
directly to the trigger button and button 2 on the joystick. 

In Easy mode, the 'Space Bar' fires the cannon from all simulation locations 
those of the Tank Commander. 

In Realistic mode, from the Commander's Internal Position, pressing the 
'Space Bar' sends the current CITV deflection and elevation to the Gunner, whc 
traverse the turret to bring the gun to bear and engage any target at that 
location. Meanwhile you can be looking for other targets. From the Gunner's 
location, pressing the 'Space Bar' fires the cannon. 


In Easy mode, from anywhere except the Commander's positions, pressing 'Ente^ 
gets a cannon target for you automatically, based on the tank's current Targeting 
Mode. Pressing 'Enter' repeatedly cycles through all available targets, turning the 
turret and bringing the gun to bear on each target in turn. 












With up to four buttons and a Hat S 
c to operate the simulation you may 

\-ttons. See the joystick's documen_ 

c osed list of key controls to determine in 

1 trigger) is used to fire the cannon frorrr 
t 2 Refer to the charts on pages 21 arc 
. mulation Mode and vehicle location 

often used to acquire an AutoLock or 
Harts on pages 21 and 22 for the _ r __ 
and vehicle location you are playing r. 


spec 


machine gun. 

able components of the tank (turret, CfT> 
same facing as the hull. 

can be used to control the cannon, the ( 
depending on where you are in the sin 
ise the Ctrl' key in conjuction with the ter. I 


carried out via the keyboard. Keyboaro 
Lmctional groups, providing easy access t _ 
:oca control over the actions of single ta^c ] 
Keyboard Command Chart for a goo: 
mgement. Armored Fist 2 also includes a 
- 6 function Keys and the number keys a: 


Keys 

e among the most important in the game- 
- rire the cannon. These keys correspond 
tton 2 on the joystick. 

e cannon from all simulation locations e* 


oe^s internal Position, pressing the 

cn and elevation to the Gunner, who i 
: and engage any target at that 

for other targets. From the Gunner's 
the cannon. 


'me Commander's positions, pressing 'Enter 
i ca . based on the tank's current Targeting 
. es through all available targets, turning the 
~ each target in turn. 


_ - neris position, the Joystick button 2 ('Enter' key) lases 

- m r:: 


The Keypad 

In Easy Mode, the Keypad on the right of the keyboard 
controls the tank's movement from all simulation 
locations. Use the '2' and ' 8 ' keys to move the tank 
backwards and forward, and the '4' and ' 6 ' keys to turn 
it left or right. As long as you have a movement key 
depressed the tank will continue to accelerate in that 
direction, and when you release a key the tank will slow 
to a stop. Keeping the left or right key down will turn 
the tank in circles. 

m r r : 3 on keypad turn the tank while moving it in the 

ipiir -- t T key turns the tank counterclockwise and moves it for- 
pr Hr * - s it clockwise while going forward. Press the keypad '1' 

wiBirf - jr« s 'acing counterclockwise and simultaneously move in 
Bphr 7 <r\ turn clockwise while backing up. 

’T - r : ad number keys control movement as above in the Chase 
■ - - the Gunner's location these keys regulate the rotation and 
i jj - 3 -: cannon. In the Tank Commander's Unbuttoned position 
- a movements of the .50 caliber machine gun, while from the 
-anage the Commander's Independent Thermal Viewer's 
jrc e e /ation. 


t UNMIS 

iMr 

troiiiumu;:: 

■Nnunc: 


j- £ : oe used with the 'Ctrl' key to control the turret, cannon, .50 
I ~ - e in Easy mode. Press the 'Ctrl' key at the same time as a key- 

wdr^r n the appropriate crew location. 

m : ^ere you exercise control over the magnification level in the 
rr«r grit (GPS) and CITV. Use the keypad (minus) key to select 
ii - r mese devices, and the V (plus) key to choose 10x. When 
n : zjrget, the magnification level will be automatically selected 


Mrrz w Keys 


The Arrow Keys act just like the '2', '4', '6' and 
'8' keys on the keypad, in both Easy and Realistic Sim 
Modes. Using 'Ctrl' with the arrow keys also operates the 
tank in the same way as using 'Ctrl' with the keypad keys. 


t arrow keys to scroll the map in the Inter-Vehicular Information 
'^ess a key to move the map in the direction of the arrow. 



















The top row of keys on the keyboard allow you to select where you wa-* 
point of view to be in the game, to select an ammunition type, or to ca m 
Artillery support. Use the 'Esc' key to call up a menu allowing you to ex : 
sion or the game, or to change game settings. The 'Pause' key, at the far 
suspends the operation of the simulation until you press it again. 


Insert, Home, Page Up 


The 'Insert', 'Home', and 'Page Up' keys allow you to communicate *•— 
ers while in a Multi-Player game. Press 'Insert' to send messages tc a! 
friendly or enemy. The 'Home' key lets you send a message just to tr* 
your own team, and pressing 'Page Up' lets you send a message to a 


The Esc, Pause, and Function Keys 


F1-F4 Chase Views 

These keys control your perspective in Chase View. 


[ FI ] puts you right behind your tank. This is the default perspective for 

Armored Fist 2. 

[ F2 ] situates you far enough behind the tank to show other members of 
the platoon. 

[ F3 ] provides a low aerial view. 

[ F4 ] places you far overhead, for a panoramic view of the battlefield. 


F5-F8 Crew Positions 

These keys let you jump to Crew Positions. 


[ F5 ] puts you in the Tank Commander's Buttoned Position. 

[ F6 ] puts you in the Tank Commander's Unbuttoned Position. 
[ F7 ] places you in the Gunner's Position. 

[ F8 ] puts you in the Driver's Position. 


F9-F12 IVIS and Round Selection 

[ F9 ] brings up the Primary Inter-Vehicular Information System (IVIS). 

[ F10 ] selects a SABOT round as the next to be loaded into the cannon. 
[ F11 ] chooses a HEAT round. 

[ FI 2 ] selects STAFF as the next ammunition type. 
















































r c a low you to select where you war: : .jr 
select an ammunition type, or to ca *: 

- ca up a menu allowing you to exit re 
ne settings. The 'Pause' key, at the far ram 
lotion until you press it again. 


in Chose View. 

This is the default perspective for 
,nd tne tank to show other members of 

a panoramic view of the battlefield. 

ibons. 

:~ders Buttoned Position, 
seders Unbuttoned Position. 

osition. 

ion. 

election 

enicuiar Information System (IVIS). 
ext to be loaded into the cannon. 

munition type. 


-r <eyboard is used to turn the Autostobilization feature on 
:s *or the tank to assume while the Driver has control of the 
: choose a Targeting Mode for the tank, to select a zoom level 
i-»d to bring up the Platoon Orders menu. 


- :og es Autostabilization for the turret and cannon on and off. 
s re -r.ostabilizer keeps the cannon pointed at the current heading 
m+r - e your tank is moving. Engaging the autostabilizer also sta- 
" • t jefault state for the autostabilizer is OFF. 

IpbmhI Selectors (Realistic Mode) 

Ipnoi - - *:r the Driver to assume. In Realistic mode, these keys corre- 

II T“€ Speed Selector panel on the Control Bar. In Easy mode these 
p* *ssary, and do not function, 
gpr re car*_ 

MhQT 3L*r=r speed. 

|K itat soe-ed. 

IK xj! ioeed. 

~*irgcting Modes 

m - : - select a Targeting Mode for the tank. 

, Hot Threat targeting mode. The Gunner will attempt to choose 
ip - r iopropriate target. 

r: m s mode. The crew will target all objects, friendly, neutral, or 

ill - ~ :=-< in Last Attacker targeting mode. The Gunner will attempt to 
mm re enemy that last shot at your tank. 

Functions 

i: j^ect a number of functions and controls. 

I iff :n: : engine smoke on and off. 

|i I ii - i o of smoke grenades. 

|: ~ - : zero) key toggles Fine Control on and off for rotating the tank's 

' CTTV, and .50 caliber machine gun, and for elevating the CITV and can- 
• yj may also use the 'F' key for this function. 
zc*oms the view on the tactical maps in or out. 

] brings up the Platoon Orders Menu, allowing you to send orders to 
your unit when you command more than one tank. 


Number Keys 


j P 

^eys allow you to communicate wr 
Dr ess 'Insert' to send messages to a 
• ets you send a message just to the 
« Up' lets you send a message to a sir 

Function Keys 

■ 
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Miscellaneous Keyboard Commands 




The other keyboard keys control an assortment of important Armored 

tions, from selecting another tank to toggling various modes and o\e' 

[ tab ] - brings up the Jump Menu, allowing you to select a different tanl 
command. 

[W], [A], [S] and [ D ] - act as a secondary control mechanism. T 
keys act just like the four positions on the 
(see the Joystick Buttons section above). 

[ I ] - toggles ID Tags on and off for various objects if enabled in the G r 
menu. 

[ O ] - brings up the Platoon Orders menu (just like the 'Back Space' ke 

[ P ] or [ Y ] - toggle the polarity in thermal views for the CITV and CPS 
normal or reversed. In normal polarity hotter objects api 
on the screen. In reversed polarity heat sources show as 

[ T ] - toggles the view in the GPS, the CITV, and the Driver's viewscreen 
visual and thermal modes. 

[ F ] - toggles Fine Control of the CITV, turret, and .50 caliber off and o^ 
Duplicates the function of the 'O' (zero) key. 

[ G ] - brings all the tank's movable components into line with the cannor 
this key to orient the heavily armored front of the tank to the same 
you are shooting. 

[ H ] - directs all of the tank's components to face the same way the hull is 
Use this to quickly bring the gun to bear on an opponent directly in 
your tank. 

[; ] - (semicolon) will show you the current game statistics, including the 
of enemy goals and units you have destroyed and the number of yotr 
remaining. 

[ " ] - (quotes) cycles among the GPS, the tactical map, and a blank screer 

the small monitor in Chase Views or the Tank Commander's Unbutton: 
position. 

[ C ] - fires coaxial machinegun. 

[ < ] and [ > ] - cycle through cannon ammunition types in the Chase Views 
Tank Commander's Unbuttoned View, and in the Gunner's 

[ ? ] - brings up a list of the keyboard commands for AF2. 

Head-Mounted Display 

Armored Fist 2 supports full stereo vision and headtracking for Head-Moun 

plays. Press 'Ctrl' + 'F6' to enter this mode. 



















































;~"ri .ou to the IVIS ('F9'). 


1 (•) 


The Speed Selector controls let you set the tank's speed 
to Stop, 1/4, 1/2, or Full speed. (Realistic mode only). 


ard Commands 


...t rols 


control to make selections on the Control Bar, and to 
r: -ooard the M1A2. There are keyboard equivalents for 


i assortment of important Armored fe I, 
: toggling various modes and overs.':, 
allowing you to select a different ta^* i 

; 2 secondary control mechanism. Th=^~ 1 
ict Js t like the four positions on the Kac ! 
“5 joystick Buttons section above). 

x various objects if enabled in the Grapm 

s menu (just like the 'Back Space' ke>, 

' thermal views for the CITV and GPS 
normal polarity hotter objects appes* 
polarity heat sources show as dan 
tne CITV, and the Driver's viewscreen 

turret, and .50 caliber off and on. 

= ' 0 ' (zero) key. 

components into line with the cannon 
armored front of the tank to the same 


events to face the same way the hull is 
gun to bear on an opponent directly in 

: current game statistics, including the n 
have destroyed and the number of your 

the tactical map, and a blank screen or 
ews or the Tank Commander's Unbuttoned 


liiir - t-:: across the bottom of every simulation screen. On the left 
up -; 3 lowing access to Crew Locations and to the IVIS, and on 
besot 3ox. Short reports from other units and from headquarters 

~ "7 ; also a middle section, the Speed Selector panel, giving you 
'lte -2 ance of the tank from positions other than the Driver's 


. reported Gunner Driver IVIS Stop 1/4 Speed 1/2 Speed Full Speed 


action of the Control Bar has six icons: 


j: 'He Chase View ('FV through 'F4' keys). 


liiKfi _ -.3 the Tank Commander's Buttoned Position ('FI'). 


access to the Tank Commander's Unbuttoned View ('F 6 '). 


~ - er Position icon ('F7'). 


• c: jp the Driver's Position ('F 8 '). 


™ ammunition types in the Chase Views, I 
Unbuttoned View, and in the Gunner's pcscraJ 
xl commands for AF2. 

isplay 

■^on and headtracking for Head-Mounted dm 

xxle. 


■■.i Irmmander's Buttoned Position 





» Commander's Buttoned position you can use the mouse to control 
r* -.-actions of the CITV. There are keyboard equivalents for most of these 


: :r*r-i Ssuai or Thermal v iewing modes. When viewing in thermal 
mri: the CITV uses heat radiation rather than visual light to create its 

maoe. (T); 
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Q toggles between Normal and Reversed polarity in thermal n:o 
polarity hotter objects appear lighter on the screen, while - 
ty mode cooler objects are brighter ('P' or T); 


toggles between I Ox and 3x magnification on the Ci 
(keypad V and keys); 

is used to identify a target in the CITV. When you have a pots 
the CITV, press this button. If the target is one that you war- n i 
press the Trigger button or the 'Space Bar'. The Gunner will 
turret to the CITV bearing and engage the enemy. 

You can access the IVIS and its controls by clicking on the tactical map r 
right of the Tank Commander's Buttoned screen. 

Gunner's Position 

In the Gunner's position you have some of the same mouse controls as r 
Commander's Buttoned position, but they apply to the Gunner's Primar. S. jt 
rather than to the CITV. The icons for selecting a Viewing Mode and Po 
the same as detailed above, and they function just the same. 

The Gunner's Position allows you to us^ 
to select an ammunition type for the 
enable use of the coax machine gun. 
buttons right above the magnification 






The selector for GPS magnification is dften^ 
that used to select a magnification level 
CITV. Just to the right of the viewing m:*:* f 
ton panel is a slider control. Click on this 
to change magnification (keypad '+' anc 


Right below the magnification slider is a small red button. Click here when r 
Realistic mode to lase a target to determine its exact range and lock it into ne 
targeting system (acts like the 'Enter' key in Realistic mode). 

The IVIS 

The mouse is the main controller for the Inter-Vehicular Information System 
(IVIS). Click on the map border and hold the button down to scroll the map . 
the arrow keys. Use the mouse to make selections from the control boxes a* 
bottom of the IVIS screen. 

E3j Click on Zoom In for a closer look at the IVIS map. 

P) Click on Zoom Out to pull back the view. 

P Left click on Platoon to select the next platoon. Right click to select the 
previous one. 

C3j Click on Center to center the map on the selected unit's platoon leader. 

















































r>d Reversed polarity in therma; - : > 
ear lighter on the screen, while r 
brighter ('P' or T); 


- J 


ld 3* magnification on the Cl 


n the CITV. When you have a \ _ 

■ If the target is one that you wvtal 
the 'Space Bar'. The Gunner will 
and engage the enemy. 

rols by clicking on the tactical mac 
:oned screen. 


• - mr DMhh 


:me of the same mouse controls as rr flJ 
they apply to the Gunner's Prima- . :mir, 
selecting a Viewing Mode and c : j-im 
> Unction just the same. 


e Gunner's Position allows you to * 
select an ammunition type for the can 
aole use of the coax machine gun. Zk 
-.ans right above the magnification :: 




: ^elector for GPS magnification is d'r^^mtd 

* jsed to select a magnification leve - M 

* just to the right of the viewing moot? 
oanel is a slider control. Click on this i 
:~ange magnification (keypad V anc - 

s 3 smal1 r ed button. Click here wher rr 
— me its exact range and lock it into tte I 
key in Realistic mode). 


Inter-Vehicular Information Syster 

'<*d the button down to scroll the map : 
selections from the control boxes at U 

at the IVIS map. 

^ view. 

:*ext platoon. Right click to select the 


/: t": deletes the waypoints for the selected platoon. 

- : activate that mode, then left click anywhere on the 

* i. ooint at that location. Right click to exit Add Waypts 


■ r j tnn gs 

z : - -se the mouse in a manner similar to that of the IVIS. 
Kpiir"ii :. -- =: the bottom of the Mission Briefing screen to select a 

BtfWtecn Briefing Map you can scroll the map by pressing the left 
ir "!!»• . a: any edge of the map. 


itional Displays 


j* a series of informational displays designed to present 
t— a- on in graphical format. A glance at one of these displays 
rio ng many lines of text. 

jlay 

Damage Display shows you if any vital components of 
vehicle have been hit. If the tank is damaged, the appro¬ 
bate area will turn red and flash on and off. The tank may 
5 _*fer damage to its Tracks, the Engine, the Thermal Viewer 
CITV), or the Gunner's Primary Sight (GPS). Most damage 
.. I be repaired if you are in Easy mode, but in Realistic mode 
... th Realistic Damage turned on from the Sim Modes menu, 
any damage you suffer in a mission will be permanent. 


-isplay 


_ .o i consists of a broken circle around the Damage Display. The 
iim-•_ -: - red if enemy rounds strike the tank from that direction. This 
in, . * w from which direction an attack is coming so you can evade 


Graphic 


The Compass Graphic is an outline of the Ml A2 inside a 
circle, with North at the top. The orientation of the tank 
inside the circle shows which compass direction the tank is 
facing, and the position of the turret in the graphic shows you 
which direction the turret is pointing. The actual compass 
heading of the hull appears in the small box at the top of the 
compass circle. 

. - - bs position the Compass has a "cone" radiating forward from the top 
rr showing the current field of view of the Gunner's Primary Sight (GPS), 
oe wider when the GPS is at 3x magnification and narrower when the 


on the selected unit's platoon leader. 




















Orientation Displays 


In the Tank Commander's Unbuttoned Position and in the Driver's locator 
Armored Fist 2 provides a small graphic element designed to help you i 
which way the turret and/or the .50 caliber machine gun are facing in -r« 
the hull. You can find this graphic in the lower right corner of the views 


Menus 

Main Menu 



The Armored Fist 2 Main Me~ . i 
change settings and choose ca~ 
and missions to play ft also g~.*5 
access to other functions. Use r 
keys to select a Main Menu iter- 
press 'Enter' to launch it. 


Campaigns 


Use this menu item to choose which Mission you want to undertake. First * 
Campaign, using the arrow keys and 'Enter' to make a selection, then chcx-sc j 
mission the same way. Most players prefer to play missions in the order pn 
but you are not required to do so. 


Multi-Player 


Choosing MultiPlayer allows you to connect the game with up to seven othe' 
players. Multiple players can access AF2 via modem, with a direct serial con-e3_ 
or over an IPX network. Configuring your computer for multi-player is coverer r 
the Setup Procedure section in Chapter One of this manual, and step-by-stec ] 
instructions for setting up a multi-player game can be found in the MultiPlayi- 
Games chapter. 

Demo 

Choosing the Demo item from the Main Menu will load and play the Demo 
Mission. You will not be able to take control of the tanks during the Demo unta| 
you press 'Esc' to bring up the Game Menu and then choose Return to Game. 

If you take that option the Demo will act just like a regular mission, and you w, : 
able to control your tanks. 

Each time you undertake a mission, Armored Fist 2 creates a file called 
lastgame.dat. You can rename that file to demodata.dat and place it in the AF2 
directory to make it the Demo mission. Then you can see your mission as the 
Demo, or use the 'Esc' key and the Mission Menu to replay it from any point you 
select. 
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AF2 Settings menu allows you to control the 
graphic detail, set sound and music levels, and 
select methods of operating the simulation. 

You can also use Settings to control the game's 
realism and complexity. The Settings menus are 
also available from anywhere in the simulation 
by pressing the 'Esc' key to brin up the Mission 
Menu. 


Selecting Graphics from the Settings menu allows 
you the choice of showing or hiding some graphic 
elements, and lets you set detail levels for the 
simulation. 


in - arrow keys to make a selection, and 'Enter' to toggle it off and on 

at r j*cf its values. 

*» aypoint Tags - Toggles the waypoint markers on and off. 

~ank Names - Tags each tank under your command with its nick¬ 
name, and friendly M3s with their vehicle type. 

C ~arget Box - Shows or hides the red target box over a targeted 

object. 

2Jj Show Enemy Tags - Tags each enemy vehicle which can be seen by 
a friendly unit with its vehicle type. 

Detail Settings 

; ,ou control over the level of external detail in the simulation. 

gjj Level of Detail - allows you to choose how much graphic detail is 
displayed. The three levels are low, medium, and high. If you are 
having trouble playing AF2 because of low frame rates, lower the 
detail level to increase the graphical speed of the simulation. Use 
the V and keys to change the detail level. 

p Gamma - allows you to control the contrast of the screen. If the 
screen is too bright or too dim, press V orhere to change 
the level. 

— Show Smoke and Dust - displays or hides your defensive smoke 
and the debris kicked up behind your tanks. Turning this option off 
can increase the speed at which the simulation runs on slower 
machines. The smoke will still be there, and it will still hide your 
vehicle. You just won't be able to see it. 
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Joystick 



Use this menu choice to select whic~ * a 
stick, if any, you will use to control thr 
enable a twisting joystick or foot pea:- 
device. You may also choose a methoc i i 4 
tion here, auto or manual. 


Sound and Music 


You can set the simulation's Sound and Music Volumes using this menu e- 
the arrow keys to select Sound Volume or Music Volume, then use the - maA 
(plus and minus) keys to change how loud the sound or music plays. 


Credits 


If you would like to know more about the people behind AF2... 


Select Commander 



To choose a commander you hi « 
ously played, use the arrow ke,: 
to that name in the list and press 1 
To enter a new commander, use Wm 
arrow keys to go to the end of i 
commanders, then press 'Del' anc 
the new name. To remove a com- 
from the list, go to that name, t h~r 
'Del' and type in the name of you' I 
Commander. Deleting an old com-rj 
will erase all information concern 
officer. Armored Fist 2 keeps star 


such as wins, losses, and kills for each commander you enter. If you create c -J 
commander you will start over with a clean mission slate. Press 'Enter' to ch:os 
name and return to the Main Menu. To exit back to the Main Menu withou: 
ing any changes, press 'Esc'. 


Exit Game 


Choosing this menu option immediately shuts down the simulation and returns 
to your operating system. 


on Modes 


" ~ : - r ee different 

-T ; £: :: c and Realistic 
S — Modes in the 
p .t" ^gs Menu, or 

. *-«• - ; — within the 

P mm ■ --r r- pressing 'Esc' 
m » : ; " r om the 



have control over the current tank. 

may maneuver the tank from 2** • - 

- - c • stick, and the Gunner will automatjcaH 
xk them into the gunnery system 

facer key. 


'£ Mode 


: - control only those features of the ta 
ipy. Other functions will be 
- :ae the joystick and arrow keys contra 
gf than always controlling movement. 


•: .r.i Select 


you may choose to have the crew aut: 

• to load into the cannon, or to select the 
:e based on the current target, or r 


tick 


- ; - a tows automatic target locking while in -Vr 
sier to play. When selected, this choice led 
; oc n Easy mode. If you have selected Ec:. 


, — 


ic Damage 


- : ue, you can choose whether or not to - • - 
- -53 Stic way. If the checkbox for Realistic D2~:- 
- r= <ely to sustain some types of damage, 3nd c 
: nq the mission. 
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To choose a commander you ha** m 
ously played, use the arrow key: I ^ 
to that name in the list and pres 
To enter a new commander, use r 
arrow keys to go to the end of me m 
commanders, then press 'Del' am 
the new name. To remove a corrwmi^^ 
from the list, go to that name, their jp 
D el ; and type in the name of y<xx m 
Commander. Deleting an old comm* 
will erase all information concerning | 
officer. Armored Fist 2 keeps static 
ch c °mmander you enter. If you create a mm 
a zean mission slate. Press 'Enter' to choaiJ 
o exit back to the Main Menu withou: mm 




icn Modes 

Mura* mree different 
and Realistic 
fenr ' ti Modes in the 
-- rvgs Menu, or 
* vnr* .vmin the 
rtpre : - Dressing 'Esc' 
i to :mm the 


^ a 2 /s have control over the current tank, no matter what crew 

g : j may maneuver the tank from any crew position with the 

w z -stick, and the Gunner will automatically lase targets to deter- 
■no- a-c ock them into the gunnery system, whenever you press either 
Ttt Emcer key. 

£ Mode 

m : _ control only those features of the tank that are available in the 

w : :cupy. Other functions will be handled by the rest of the tank's 

:;:r -ode the joystick and arrow keys control aspects of the selected 
iv ; than always controlling movement. 


: :nd Select 


to ;oes you may choose to have the crew automatically select an 
* c*f "o load into the cannon, or to select the coax machine gun. They 
- mo ice based on the current target, or on the last target if none is 


: ck 


m i ows automatic target locking while in Realistic mode, making that 
pi® - - ms er to play. When selected, this choice lets you lock onto targets 
■m~ . : 20 in Easy mode. If you have selected Easy mode this feature is 


s ^uts down the simulation and returns 


j::c Damage 


ii ~ode, you can choose whether or not to have your tank sustain damage 
to -* a Stic way. If the checkbox for Realistic Damage is turned on, your tank 
. Tr:;r= kely to sustain some types of damage, and damage will not be 
• : : mng the mission. 
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Mission Menu 




5SS 


The Mission Menu in AF2 is c a jnfe| 
anywhere in the simulation fc. 

'Esc' key. It allows you to corn m« 
of the current mission and g 
and it gives you access to the SefMB 
Sim Modes Menus to change >^rm i 
characteristics of the current oanv.. 
the arrow keys and 'Enter' to i 
selections. 



Settings 

The Settings Menu. See the Main Menu Settings section above for cor-otsm a 

Sim Modes 

Selects Simulation Modes. 

Return to Game 

Takes you right back to where you were in the current mission. 

Restart Mission 

Lets you replay the current mission, without having to reload it from disk. 

Quit Mission 

Brings up the End of Mission statistics screen and offers you several options 

Exit Game 

Returns you immediately to your operating system. 


Chapter Foui 
Game Perspecti 


J “rS a variety of points of view from 
m :* external ("chase") views and persp-e: 
i, H . jr ^mp to these locations by using the C 
■or- - :' 're 'FT through 'F8' keys on your ke>o 


B Views 


Some of the most interesting viewpo'- 
a" Armored Fist 2 mission are the Chi 
starts in one of these views. 


Enter the Chase view from the Contro 
FT through 'F4' keys. 'FT puts your . s 
: 2 aces you far overhead for a panora^" c 
-- z 2 position. Press 'Shift' + 'Alt' + to rot 2 
fe tank, 'Shift' + 'Alt' + '9' to rotate the vie* 
nr-v. jr ■ ew to directly behind the tank. 


m :ro.;de a great deal of information aboLt tr 
. — : ~itor showing either a Gunner's Prima'- 5 
rrmwed Fist 2 automatically brings up the G~5 
-e gunnery system, and shows the map ' • 
- :r :or off. Cycle through the modes ma^-a 
_se the keypad '+' and / -' keys to change 
e -roard '+' and keys to change the zoor- - 


fc 




: _ a displays show several different categorie: 
_~ent speed in kilometers per hour (KPh te 
JHDG), the number of GOALS left to success^ * 
me 'emaining in the mission in hours, mrr.es 


zrz there is a column for information about the 
- 3 n ammunition type in this display by usr* 
Bw hIi re 1st, or use the keyboard shortcuts. This dispic 
pfcnc - of machine gun ammunition left. At the bott: 




r Smoke Grenade salvos left, and tells you .-.-e 


:n or off. 






















LI 



The Mission Menu in AF2 is 
anywhere in the simulation b> pi 
Esc' key. It allows you to conn 
of the current mission and game 
and it gives you access to the 
Sim Modes Menus to change so~- ,i 
characteristics of the current ga~- 
the arrow keys and 'Enter' to rr* 
selections. 




Chapter Four: 
Game Perspectives 


■* a:n ^ 1enu Settings section above for compel 


%r 2 ~ers a variety of points of view from which to operate the tank, 
pa ares of external ("chase") views and perspectives from most crew 
, . :i- ump to these locations by using the Control Bar at the bottom 

c— ~ :' the 'FI' through 'F8' keys on your keyboard. 


.ckj .-.ere in the current mission. 


^ without having to reload it from disk. 


: -ics screen and offers you several options. 


Ltr operating system. 


: r Views 


Some of the most interesting viewpoints from which to conduct 
an Armored Fist 2 mission are the Chase Views. Every mission 
starts in one of these views. 


Enter the Chase view from the Control Bar or by pressing the 
'FI' through 'F4' keys. 'FI' puts your viewpoint right behind the 
o!aces you far overhead for a panoramic view of the battlefield. The 
^^Eir - F? position. Press 'Shift'+'Alt'+ 7' to rotate your view counterclock- 
^Kp tank, 'Shift' + 'Alt' + '9' to rotate the view clockwise. 'Shift' + 'Alt' + 

. iew to directly behind the tank. 


provide a great deal of information about the tank's current situation, 
p.. . monitor showing either a Gunner's Primary Sight (GPS) or a tactical 
iM iMrrrf Fist 2 automatically brings up the GPS whenever you have a target 
-_he gunnery system, and shows the map if you do not. You may also 
~ ir.itor off. Cycle through the modes manually with the " (quotation 
M ; ~se the keypad '+' and keys to change the magnification of the GPS, 
vt ooard '+' and keys to change the zoom in the map display. 




Cm 


: -al displays show several different categories of information, including 
:-Tent speed in kilometers per hour (KPH), its compass heading in 
-3G), the number of GOALS left to successfully complete this mission, 
^e remaining in the mission in hours, minutes, and seconds. 


there is a column for information about the tank's ammunition status. 
:annon ammunition type in this display by using the < and > keys to 
t st, or use the keyboard shortcuts. This display also gives you the number 
:s of machine gun ammunition left. At the bottom the display shows the 
:* Smoke Grenade salvos left, and tells you whether your engine smoke is 
on or off. 


re 

































There is an outline of the M1A2 at the lower right of the Chase view. Th : l 
Damage Display. Portions of this graphic will flash red if corresponding 
your tank become damaged. Surrounding the Damage Display is the cTn 
Display. If the tank receives fire, the circle element in the direction from c* 
attack came will turn red. 


Chase View Controls- 


CD 


-Easy Mode 

Drive the tank with the joystick or the arrow keys. 

Control the turret and cannon with the Hat Switch, the 'W', 'A', 'S', dr 
with 'Ctrl' + the joystick, or with 'Ctrl' + the arrow keys. 

Control the .50 caliber machine gun with 'Ctrl' + the Hat Switch or 1 
the 'W', 'A', 'S', and 'D' keys. 

Fire the cannon with the trigger (joystick Button 1) or with the 'Space 3 
Fire the .50 caliber with 'Ctrl' + the trigger or 'Ctrl' + the 'Space Bar 
Lock a target for the cannon with joystick Button 2 or with the 'Enter » 
Lock a target for the .50 caliber with 'Ctrl' + Button 2 or 'Ctrl' + 'Enter 


Chase Views—Realistic Mode 


In the Chase View, the Realistic mode controls are the same as for the E: 
except that you will have to select Easy Target Lock from the Sim Modes mer _ * 
to lock in a target for the cannon or .50 caliber. 


Crew Positions 


Armored Fist 2 allows you to take the place of most of the crew members a: ci 
the Ml A2. You can occupy two different positions as a Tank Commander , cr mi 
can take the place of a tank's Gunner or Driver. You will not be able to act as 
Loader , but you will be able to hear that crew member at work. Each membe* : 
the crew has a set of specialized functions to perform and controls to operate 


Tank Commander Unbuttoned (.50 cal) 


" ■ : . r : 


Your Tank Commander's Unbuttoned view, wer 
hatch open and your head outside the tank, 
panoramic view of the terrain around the tan* 
Tank commanders prefer to stay unbuttoned - 
long as they are not under direct fire, because 

the superior situational awareness offered fro 1 - 

perspective. 


Access the Unbuttoned view via the Control Bar 
or press 'F6'. As in the Chase View, you can perform all basic M1A2 operations * 
the Unbuttoned position with keyboard commands, and you have CPS and Taacjj| 
Map monitors available. There is also an Orientation Display in the bottom rig^: 
corner of the screen. It will show you which way the turret and commander's 
cupola face in relation to the hull. 


mmander Unbuttoned—E 


W 


r- :ank with the joystick or the arrow 

~: ~e turret and cannon with 'Ctrl - e 
W * S and 'D' keys. 

ere .50 caliber with the Hat Switch o' tr 
ifW.ii : Ctrl' + the joystick or 'Ctrl' + the arrov. 

- :s^non with 'Ctrl' + the trigger or Ctrl - 
re 50 caliber with the trigger or the 'Space I 
^“Hl s cannon target with 'Ctrl' + Button 2 cr 
■ i .50 caliber target with Button 2 or Ente 


Commander Unbuttoned—R 


■ft : t~e turret and cannon with the Hat Sv. tet 
mvr Ctr - the joystick, or with 'Ctrl' + the arrer- 

re .50 caliber with joystick or with the s 


mm r e cannon using 'Ctrl' + the trigger or Ctr 
mm re .50 caliber with the trigger or the Space 
mmc : T'get for the cannon with 'Ctrl' + Bur:'- . 
Ld 5I caliber target using Button 2 or Ente- 


. • :o in this mode in the Tank Commanoe' 
ime - - forces. You can then drop to the . 

1 c .'ou have spotted. You also have resc :' 
■Mb - raT, with the .50 caliber. 


iDmmander Buttoned (CITV 


' 


In the Tank Command 
perspective is fro~ tr* 
inside the M1A2 turre' 
to some powerfu cc~ 
including the Correa. 
Viewer (CITV). : 

view via the Control : 


On the right at the to< 
::: con is the IVIS map, displaying a wide • ai 
- ra: situation. 

Ccmmander's Buttoned view also has a Cor* 
ay, as well as an informational pane! wrtj- 
Mir : ;-j the amount of time remaining in the : 
iptarrans an ammunition selection list. Use the < i 
MIT T^AFF from this list. 


“ : at the top left of the Commander's Bottom 

- a and targeting device, with thermal caoao 
. a the differences in the heat levels of objects 
:: such as darkness or smoke. 


38 
















- e iower right of the Chase vie.-. ~* 
raphic will flash red if correspond - z a 
-'‘ding the Damage Display is the 
circle element in the direction — - « 

■Easy Mode 

lc or the arrow keys. 

*** th the Hat Switch, the 'W', 'A', S an 
^ Ctrl' + the arrow keys. 

r gun with 'Ctrl' + the Hat Switch cr « 

' joystick Button T) or with the Span* :u*J 
• the trigger or 'Ctrl' + the 'Space Bar 

- joystick Button 2 or with the Enter .| | 

with 'Ctrl' + Button 2 or 'Ctrl' + 

: Mode 

e controls are the same as for the 
> Tcr get Lock from the Sim Modes mem, r 
50 caliber. 


e olace of most of the crew members 
rer| t positions as a Tank Commander, or «i 
or Driver. You will not be able to act ss. I 
'at crew member at work. Each mer-rie 
£ns to perform and controls to operate 

ittoned (.50 cal) 

fank Commander's Unbuttoned view, wiffi. 
open and your head outside the tank, 
am : c view of the terrain around the tarn 1 * 3 * 5 
:ommanders prefer to stay unbuttoneo as 1 
5 ttey are n ot under direct fire, because 3 I 
p€^or situational awareness offered fro- 
!ctive. 

the Unbuttoned view via the Control Bar 
J perform all basic M1A2 operations-"Tim 
* commands, and you have GPS and Tar: j 
n Orientation Display in the bottom ric~' 
.-.hich way the turret and commander's 


jc zander Unbuttoned—Easy Mode 

■Ml s* - ■ th the joystick or the arrow keys. 

Hint fra :jrret and cannon with 'Ctrl' + either the Hat Switch or the 
fa* T it t D' keys. 

■mm - - i : caliber with the Hat Switch or the 'W', 'A', 'S', and 'D' keys, or 
unite hr- - the joystick or 'Ctrl' + the arrow keys. 
m ■■ . ■ -: - with 'Ctrl' + the trigger or 'Ctrl' + the 'Space Bar', 

t TOmifr ; - oer with the trigger or the 'Space Bar'. 

Hr * Li-non target with 'Ctrl' + Button 2 or 'Ctrl' + 'Enter', 
tfemr * ; :a iber target with Button 2 or 'Enter'. 

I:-mander Unbuttoned-Realistic Mode 

• - *_rret and cannon with the Hat Switch, the 'W', 'A, 'S', and 'D' keys, 
fefOr - -e joystick, or with 'Ctrl' + the arrow keys. 

MRU T€ 50 caliber with joystick or with the arrow keys, 
tel*- ;i--on using 'Ctrl' + the trigger or 'Ctrl' + the 'Space Bar'. 

Unite : : zaiiber with the trigger or. the 'Space Bar'. 

Hui * :-r*. *or the cannon with 'Ctrl' + Button 2 or 'Ctrl'.+ 'Enter'. 

Hi - ber target using Button 2 or 'Enter'. 

mr» :: n this mode in the Tank Commander's Unbuttoned position is 
ter - - *Drces. You can then drop to the CITV or to the Gunner's position 
tetri" :*j have spotted. You also have responsibility for attacking targets, 
m mwith the .50 caliber. 


Eteiii 


:mmander Buttoned (CITV) 


In the Tank Commander's Buttoned view the 
perspective is from the commander's position 
inside the M1A2 turret. From here you have access 
to some powerful combat information devices, 
including the Commander's Independent Thermal 
Viewer (CITV). Enter the Commander's interior 
view via the Control Bar or by pressing 'F5'. 

On the right at the top of the Tank Commander's 
teme: :::: on is the MS map, displaying a wide variety of information about the 
mamreaz situation. 

- Za m ::mmander's Buttoned view also has a Compass Display and a Threat/ 

3 :o ay, as well as an informational panel with the tanks current speed and 
ter : and the amount of time remaining in the mission. The information panel 
i "jins an ammunition selection list. Use the < and > keys to select SABOT, 

K r~AFF from this list. 

5 at the top left of the Commander's Buttoned position screen. The CITV 

r«w ~ «mg and targeting device, with thermal capabilities. The thermal viewing 
map- the differences in the heat levels of objects to display targets in low light 
m .: zrs, such as darkness or smoke. 
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The icon buttons directly below the CITV screen let you select the mm 
Polarity ; and Magnification for the CITV. Use the mouse to toggle bsrwoi 
light and thermal imaging, between normal and reversed polarity tnem 
and between 3x and lOx magnification. In a normal thermal viev, - ym 
appear lighter, while the reversed polarity mode displays hot items 25 za 
cooler objects in lighter tones. At the far right of this panel is a Ta r z>f 1 
Button. Use it to identify a potential target by pressing the button 
vehicle on the CITV screen. You may then use the joystick Trigger bum* 
'Space Bar' to hand off the target to the Gunner. 


There is a version of the Orientation Display in the lower right come- 3 
screen. The blue cone shows the field of view of the CITV. It widen* or 
with different magnification levels. 


Use the CITV to search for targets, to scan the flanks of a route while ~ : 
to hunt for enemies sneaking up on a tank while its crew is engaged • !tr 
target. 



Buttoned Position Controls—Easy Mode 


Drive the tank with the joystick or with the arrow keys. 

Control the CITV with the Hat Switch, with the 'W', 'A', 'S', and D 
using the 'Ctrl' key + the joystick or the arrow keys. 

Control the turret and cannon using 'Ctrl' + the Hat Switch 
'W', 'A', 'S', and 'D' keys. 

Hand a target to the Gunner with the joystick trigger or the 'Space 5-ir 
Fire the cannon with 'Ctrl' + the trigger or 'Space Bar'. 

Find the next target for the CITV with joystick Button 2 or the 'Enter 
Lock a target for the cannon with 'Ctrl' + either Button 2 or 'Enter 


Buttoned Position Controls-Realistic Mode 


In Realistic mode the Commander and the Gunner can act as a hunter-k *r m 
The Commander is the hunter, using the independent viewing capabilities 1 
CITV to locate targets. When the CITV shows an enemy the Commander cm 1 
and identify it by pressing Button 2 or 'Enter', and hand it over to the Gunner " 
pressing the trigger or the 'Space Bar'. 


The Gunner is the killer, traversing the turret to the deflection specified by 
and engaging the enemy force in that direction. The Gunner will immed : a:r’ 
engage a target handed over by the Tank Commander. You may want to 
the current target is destroyed before handing a new one off, unless you c 
the new target to be a more immediate threat. Once you have handed a \ 
you can go searching for a new threat. 


Control the CITV with the joystick or arrow keys. 

Hand off a target to the Gunner by using the joystick trigger (Butt:- M 
the 'Space Bar'. 

Lase a target to determine its range with Button 2 or the 'Enter' key. 

Find the next target for the CITV with joystick Button 2 or the 'Enter' ke 


The Gunner's Primar 
M1A2 is a tecr-c 
the Gunner's ma r 
ing tool. It is mcxn 
turret, at the rig~: ~ 
position also has a 
Sight (GAS). The* 
boresight, a loo* rr 
barrel of the canro 
veryusefulde.ee 
Gunner can also ch 
for the cannon or si 
machine gun. 


r : ~n the Gunner's position is limited to whs: : 
i i :Dod location to access information abo-t • 
s~d the current target. Access the Gun^e-: 
i re F7' key. 


- i- Sight (GPS) dominates the Gunner's Pc:: 
nr : ; -as two thermal viewing modes (one non-a 
in HP m ides either a 3x or lOx magnification. A pe * 

. . *nd to the right of the gunsight screen allc *». . 

wdfee and thermal imaging, and between nc"~: 
mi . c ^g bar to the right of the icons allows you : 
bet _rc There are keystroke equivalents for eac~ 




• ic number of digital enhancements to the s gr 
on about the gun, its ammunition status, ar 


a ..he re : ght the GPS provides information about cr*e 
d 1- • -: Jnd is loaded, the type will be displayed n r 
Cjimire: --'t nq a round into the gun, the word Load 

hmi 


. _r.. y a iuuiiw iiiiw mv, - 

of the selected ammunition type, the word 


biKf re GPS has a targeting reticle to help you place 
Visii;: -fee: ely. In the 3x magnification mode this ret>c € 


3 -ectangle, framing the middle of the GPS sere 
— - selected the reticle around it will appear rec. 


. i'zet the reticle will be green. In the lOx view r 




e more complex, to allow finer control o\e r 


nr amed, but it serves the same function and 
n a similar fashion to the 3x reticle. 


* a large red "X" covers the ret 
mjmmr ~at you have a friendly unit in 
bpRi >j may also see that the 
ipe _nd up" box at the bot 
Ir - I : : s solid rather than 

■Mum n, that means you 
■iiwrc v unit targeted, 
mu — ede the round 

jro « iopear solid if 
Kbi i ~e^dly vehicle 
r * : .vn range, in 

K w : vehicle, 
















:w the CITV screen let you select the 
r the CITV. Use the mouse to toggle 
between normal and reversed polarity 
*9 n 'ication. In a normal thermal viev. -:itw 
^ed polarity mode displays hot items as 
s At th e far right of this panel is a Ta--~ 

•otential target by pressing the button " 
o-u may then use the joystick Trigger b.o - 
rget to the Gunner. 

ntation Display in the lower right corre* 

; field of view of the CITV. It widens 
eveis. 

pets, to scan the flanks of a route while 
up on a tank while its crew is engaged »** ® 

Controls—Easy Mode 

joystick or with the arrow keys. 

Hat Switch, with the 'W', 'A', 'S', and D 
joystick or the arrow keys. 

1 cann on using 'Ctrl' + the Hat Switch u 

nner w,th the joystick trigger or the 'Space 
" - the trigger or 'Space Bar', 
re CITV with joystick Button 2 or the 'Enter 
ron with 'Ctrl' + either Button 2 or 'Enter 

Controls-Realistic Mode 

def 3nd the Gunner can act as a hunter-ki er 
- 5 y the independent viewing capabilities : 

- ^ . shows an enemy the Commander cj 
1 ~ 2 ° r Enter', and hand it over to the Gur- 
ce Bar 

the turret to the deflection specified by tne 1 
in . at direction. The Gunner will immediate" 
y the Tank Commander. You may want to 
befcre handing a new one off, unless you co-s jr 
- 3 3te threat. Once you have handed a tai—^ 
f threat. 

;oystick or arrow keys. 

~--" ner by using the joystick trigger (Button 1 

-r -ange with Button 2 or the 'Enter' key. 
e c ’ v{ th joystick Button 2 or the 'Enter' key 


The Gunner's Primary Sight (GPS) in the 
M1A2 is a technological marvel, and is 
the Gunner's main viewing and target¬ 
ing tool. It is mounted on top of the 
turret, at the right front. This crew 
position also has a Gunner's Auxiliary 
Sight (GAS). The auxiliary sight is a 
boresight, a look straight along the 
barrel of the cannon, which can be a 
very useful device (see below). The 
Gunner can also choose ammunition 
for the cannon or select the coaxial 
machine gun. 

Riintiiiiii ~: -n the Gunner's position is limited to what can be seen in the 
l vm. ; dood location to access information about your weapons, their 
. . and the current target. Access the Gunner's Position from the 
a *~e 'F7' key. 

~r*a r y Sight (GPS) dominates the Gunner's Position screen. Like 
M Tm I : ; ~as two thermal viewing modes (one normal and one reversed 
K, r : : . zes either a 3x or lOx magnification. A pair of icon buttons in a 

jB > a-d to the right of the gunsight screen allow you to toggle 

sue ~ !«ght and thermal imaging, and between normal and reversed ther- 
l - zing bar to the right of the icons allows you to select a 3x or 10x 
:i: xi. There are keystroke equivalents for each of these choices. 


HIT'" 




-a number of digital enhancements to the sight, which provide 
—ation about the gun, its ammunition status, and the current target, 
‘r s ght the GPS provides information about the cannon's ammuni- 
t a 'ound is loaded, the type will be displayed in red. If the loader has 
getting a round into the gun, the word "Loading" shows instead. 

: of the selected ammunition type, the word "Out" appears. 

:-e GPS has a targeting reticle to help you place your rounds accu- 
- “actively. In the 3x magnification mode this reticle appears as the 
:* a rectangle, framing the middle of the GPS screen. If a 
:eei selected the reticle around it will appear red. If there is 
i target the reticle will be green. In the lOx view the 
rJe more complex, to allow finer control over where 
r-ed, but it serves the same function and 


■of in 


a similar fashion to the 3x reticle. 


- :oe if a large red "X" covers the ret- 
nears that you have a friendly unit in 
kit *_ You may also see that the 
ec mund up" box at the bot- 
re GPS is solid rather than 
e Again, that means you 
. -e~dly unit targeted. 

Kmiiwtt: '; mode the round 
# appear solid if 
i friendly vehicle 
r«£re down range, in 
.our vehicle. 
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The Gunner's location lets you take precise control over where the ?.’ 
strike. Place the targeting reticle in the GPS over the place you v.=-* tm iflH 
hit. If your round misses, use the reticle to determine how far anc r 
you will need to adjust your aim. 

If you have selected a target, its range in meters appears in red numc*»* rS 
tom of the GPS screen. The GPS also places a small red square in th. 
the cannon has a round in the chamber. You will spend many anx :•_! -mM 
waiting for this square to appear! The GPS also displays a red "F" he*-: 

This indicates a "barrel fault." Nothing is wrong with the gun, but ptanflfl 
ment limitations prevent it from bearing on the targeted object. Th : - oflfl 
occurs because the GPS has targeted something that is either too higr : r|H 
for the cannon's elevation system to reach. You may have to manet.^* m :h| 
gun on to the target. Barrel faults will be reported by the crew, so you m9 H 
audio clue that something is amiss. 


At the top right of the Gunner's Position is a display panel providing mm 
remaining in the current mission, along with the barrel deflection (DEF 
tion (ELEV) of the cannon in mils. If a target has been selected its idenrci rm 
show here. To the right are the number and type of 120mm rounds and -adi 
gun ammunition left, and the number of smoke grenade salvos availac e 1*4 
through the cannon ammunition types with the < and > keys. 

Below the display panel, on the left, is the Ammunition Selection Panel, winr zm 
to choose a cannon ammunition type or select the coaxial machine gu- jffii 
the Ammunition Selection Panel is a slide selector for the level of magnificat ml 
GPS. Click here to change the magnification. Right below the magnifies: ml 
trol there is a small red button. In Realistic mode you can click here to rr*a*J 
a target and determine its exact range. This button is functionally identica ■ 
ing joystick Button 2 or the 'Enter' key. 

The Gunner's position also has a Compass graphic. From the center of u 
this display you will notice a red cone. This is the field of view of the GP: lb 
cone will widen or narrow depending on the GPS magnification you have sem 

The Gunner's Auxiliary Sight (GAS) is the small circle at the bottom right o* m 
screen. It displays a view directly along the barrel of the gun, so you car s— 
where the gun points. The boresight always shows a 3x view. The bores g~ 
a very useful tool for sharpshooting, when the target is partially obscured c 
or other vehicles. Use the fine controls (toggle with the '0' (zero) or 'F' ke% 
turret traverse and gun elevation to get the gun pointed just where you ne^: 

The boresight is also useful for positioning your tank in a hull-down position h 
a hill, with just the armored front of your turret showing over the top. Dep~=t_ 
gun as far as you can, then slowly go straight up the side of the ridge. Wher 
see sky in the boresight, you know that the gun barrel is pointing over the cr 
the hill. 

The GAS can be handy for times when the GPS is damaged. It may become 
only method you have of aiming your cannon and coax machine gun. 

Press the '5', '6', or 7' keys to select the desired Targeting Mode. See the 
Targeting, Shooting and Damage chapter for more information regarding 
Targeting Modes. 
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~ -he GPS is damaged. It may become “m 
cannon and coax machine gun. 

me desired Targeting Mode. See the 
Paoter for more information regarding 


t ■ . - ■ ;' Space Bar' 




::rols-Easy Mode 

i * -- me joystick or arrow keys. 

-T- and cannon by using the Hat Switch, the 'W', 'A', 
: - ... ± 'Ctrl' + either the joystick or the arrow keys. 


~ - ’tn the trigger (Button 1) or the 'Space Bar', or by using 








i :: ntrols—Realistic Mode 


fctiitnnp*' 


> t *r Conner has to 
■ r*r 5 ser target desig- 
■; . rtem with the joy- 
me the gun will fire 
f. rrer can also lase 
re -ouse to press the 
_ - on top of the gun 

Cadillacs," after their 
re oottom of the 


e : 2 ~non using the 
me arrow keys. 

. - - m with the trigger or the 'Space Bar'. 

a. 3 machine gun with 'Ctrl' + either the trigger or the 'Space Bar'. 
. .vith joystick Button 2 or the 'Enter' key. 

L, _. • for the cannon with the 'Ctrl' key + either Button 2 or the 

■MB” «*?• 


Access the Driver's position via the Control Bar 
or the 'F8' key. The top of this screen is the 
view from the Driver's periscope. The Driver 
has the standard Threat/Damage Display and 
a Compass. In the middle of the panel is a 
Speed Indicator, showing the tank's rate of 
advance in kilometers per hour. Below these 
panels there is an informational display with 
the tank's map grid location and the time 
remaining in the mission, and at the far right 
is a tactical map screen. Clicking on the 
small toggle switch in the lower left corner of 
the driver's screen will turn Engine Smoke on 
and off. 

fc -.fs Controls-Easy Mode 

W :~ve the tank with the joystick or the arrow keys. 

: mtrol the turret and cannon with the Hat Switch, the 'W', 'A', 'S', and 'D keys, 
- by using 'Ctrl' + the joystick or arrow keys. 
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A word to the wise... 

Stay on the move. Make it hard for your opponents 
to lock onto your tank. A stationary target is a deaa 
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: the Enemy 
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cr visual target locator o 
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ehekj than someone buries 
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e r re -anges at which modem tar 
. enicles are usually ca~xx 
s n the neighborhood wi zx 
3 rd on the terrain around yc*j 
._x. the location of an enemy 


3 constantly feeds combat 
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If you switch to the Driver's position from any other location the 
setting will not change. However, any manual speed input from re 
the arrow keys will override the Speed Selector setting. The tar- »vi 
direct input mode until you make a new choice on the Speed 
pressing the T through '4' keys or by using the mouse to select a - e*» 
the Control Bar. 


Drive the tank with the joystick or the arrow keys. 

Fire the cannon with the joystick trigger (Button 1) or the S par? } 
Fire the .50 caliber with 'Ctrl' + the trigger or 'Space Bar'. 

Lock a target for the cannon with Button 2 on the stick or w tr re 
'Enter' key. 

Lock a target for the .50 caliber with the 'Ctrl' key + Button 2 c ’Bm 


Seer:r 
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Fire the cannon with the trigger button or with the 'Space Sar 
Lock a target for the cannon by using joystick Button 2 or r - rmd 
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Chapter Five: 
Targeting, Shooting and 
Damage 


wm ^ 2 rffers a variety of techniques for locating and destroying enemy 
i the latest computerized targeting systems, and features a variety 
pan snd ammunition types, each designed to engage specific types of 
wmtwrd Fist 2 also provides access to firepower from external sources, in 
rr - ■ and Artillery support, and features a detailed Damage model. 


: : the Enemy 


-: r destroying an enemy force is finding it, and the Ml A2 tank and its 
: ; 3 systems give you some wonderful tools with which to do so. The 
rirt target location system in your tank, however, is the crew. As has 
^ - -or more than 80 years, the best target location device in any tank is 


- r-ess of visual target location depends on where the observer is in the 
-rnander in the Unbuttoned position, for example, has a much better 

■ :arJefield than someone buried in the turret watching screens. In 

■ %* 2 as in real life, your best chance of spotting an enemy is to get your 
_ re and look. You can do this by selecting either the Tank Commander's 
re: ew F6' or a Chase View 'FI' through 'F4'. 

-e ranges at which modern tank combat can take place, and because 
-oat vehicles are usually camouflaged, your first visual clue that an 
in —f s ;n the neighborhood will probably be motion. Keep your eyes on 
, ; - 2 nd on the terrain around your tank to spot the small movements that 
m r . 3 . the location of an enemy. 

-'-3 constantly feeds combat information, from many sources, into the 
t --. ehicular information System (MS). The IVIS can give advance warning 
: rse-ce of an enemy, but only if another friendly unit has spotted the 
:ne. When your tank has located an enemy it will appear on the IVIS 
i x tactical maps. 

- '-coder's Independent Thermal Viewer (C/TV) is also a good target location 
- ~ers a magnified view of the situation around the tank, either 3x or lOx. 
p -. _*f can be helpful, especially when trying to identify a target at longer 
i|;r CITV also has a thermal mode, allowing you to pick out an enemy 

7 Us heat signature, which is useful in low-visibility conditions. A tank com- 
p ibt - 3n also use the CITV to locate an enemy, then pass it to the Gunner to tar- 
p me engage. 
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Locking On a Target 


Once you have spotted an enemy, 
you will need to lock the M1A2's 
weapons systems onto that target. 

In Easy Mode, to lock the cannon 
onto a target simply press Button 
2 on the joystick or the 'Enter' 
key. The crew will find the next 
appropriate target, based on the 
targeting conditions you have set 
(see below). A red box around an 
object indicates a target lock. 

Pressing Button 2 repeatedly cycles 
through all visible targets. Even if 
you personally do not see an 
enemy, pressing the button will 
often reveal an object that some other member of the crew has spotte : Hi 
few times whenever you are in a suspicious situation. 


in Realistic mode the Gunner can enter an enemy into the targeting systa^ 
the Tank Commander can hand off a target in the CITV to the Gunner 
gunnery system can get an accurate shot at a target the Gunner must * rs. 
targeting laser system to determine the target's exact range. The tan^ : 
computer then calculates the proper bearing and elevation for the car -: - 
brings the tube to bear. The Gunner can then fire, with an excellent 
first-round kill. 


chareeL 


In Realistic mode, pressing the 'Enter' key sends a laser beam from the G 
Primary Sight (GPS). The range to whatever is in the GPS reticle is then 
the targeting computer. Note that the laser will bounce off anything in c 
You can determine the range to a tree just as easily as to a T-80! 


Target Lock Problems 


There may be times in Easy mode when you have an enemy clearly in sight m 
pressing 'Enter' fails to lock that target into your system. This is probably ceui 
though you can see the enemy, the Gunner's Primary Sight (GPS) cannot xmM 
it is somewhat lower on the turret than the tank commander's head in the j-rJ 
toned position. This is even more likely if you are running the simulation fron *| 
Chase view. You will have to maneuver to bring the enemy object into the 
gunsight. 


Obstructions, even temporary ones, can also interfere with your ability to loo wC 
a target. It may, for example, be quite difficult to acquire or maintain a taro-r 
on a vehicle that is moving in and out of cover, or in situations where other mur 
come between you and the object you want to target. Engine smoke or smc** 
grenades, including your own, can also break a target lock or prevent you fro- 
getting one. Your crew will give you an intercom message if the target beco-n 
obscured. 


Darrel of the cannon is unable to b 
iimut m ~ ziU can see it, probably because the 

iitsw. ~.-n the cannon can reach. Agai r yo 

nto the kill envelope. Note that, ~c 
j\ > . to get you a kill even if the tube c 


g Target Lock 


6 : -ce you have a target selected and k> 
etc as the enemy is visible. The turret n 
«.eep the target in the gunsight Ha 
- • oehind an obstacle or terrain feature 

- * and its target, the lock will be 

- -on can be automatically stabilized 
itJMiirtr. :o it shoots accurately while the tar^ 

t mode for your tank is with aut 
ze) key to toggle autostabilization on 
. : —atically stabilized whenever you ha .i 


—i:ce however, you will have to engage ; 

pointed at a target while your tank 5 
B «-caged because the target view in the C 
- ; jr tank is moving. 

r :_ rmer's Position you have access to spec 
: rn over the exact point at which your cj 
c r.e- normally will lay the cannor 
: :_ 7 ed targets it may be necessary to ta« : 

er to ensure a hit. See the Gunre' sec 
- 7 " 5 manual for some hints and technique 


ng Modes 


Tree different targeting modes. Use the 
the selection that is best for your co-c 
:- .nen cycling through a target set the cn 

; -.-ere the cannon is pointing, so if you *v 
:. >:«, v, turn the turret to face their direct t*' 


not Threat Targeting Mode (5). The de~i. 

- ruates all potential-targets and engages t 

- :st dangerous. Pressing Button 2 or Ente 
r : jgh progressively less threatening ta'ge 
eected target you can continue to press t~ 
?.3 able targets. 


Ay Targets Mode (6). In this mode the ere 


ng friendlies. When you press Button 2 c* 


Target Last Attacker Mode (7). The ere *. 

attacked the tank. When you press Buttor 
m at cally lock on to that enemy. If r e 
Dead or no longer visible the tank w choc 
in the Hot Threat Targeting mode. 


There are also situations where the gunsight proclaims a target lock, but you r 
fire at the target. In this circumstance you will see the word "Fault" in red, or a 
small red "F" (depending on where you are in the simulation), and your Gunne- 
tell you that he cannot bring the tube to bear on the target. "Fault" refers to a 




















oarrel of the cannon is unable to bear on the target, even 
r.. -znt can see it, probably because the vertical angle to the target is 

. --an the cannon can reach. Again, you may have to maneuver to 

rrto the kill envelope. Note that, if conditions are right, a STAFF 
MMr > e to get you a kill even if the tube cannot bear directly on the 


ling Target Lock 


■'I >- :<~ce you have a target selected and locked, the Ml A2 will maintain 
: - u as the enemy is visible. The turret rotates and the cannon elevates 
13 -: «,eep the target in the gunsight. However, if the tank you are in or 

- es oehind an obstacle or terrain feature, or if another object comes 
.- m*-\ and its target, the lock will be broken. 

cannon can be automatically stabilized in both the horizontal and 
jiiire: so it shoots accurately while the tank is moving, even at high 
" ~ :a*ault mode for your tank is with autostabilization not engaged, 
it - z de) key to toggle autostabilization on and off. In Easy mode the 
.. ■; —atically stabilized whenever you have a target locked. 

-cce however, you will have to engage autostabilizaton to have the 
>ra - oointed at a target while your tank is moving. You can tell that the 
• s - - zaged because the target view in the Gunner's Primary Sight remains 
fftfe : ur tank is moving. 

: j-oer's Position you have access to specialized tools that give you 
■nr mm over the exact point at which your cannon will fire. The Ml A2's 
-: *em normally will lay the cannon very accurately, but against dug-in or 

man m cured targets it may be necessary to take fine control of the process 

z'der to ensure a hit. See the Gunner section of the Game Perspectives 
:-is manual for some hints and techniques. 


:r.ing Modes 


P^,, . -lree different targeting modes. Use the '5', '6', and 7' keys on the key- 

mrnr the selection that is best for your combat situation. In Normal target- 
Bptn :e .men cycling through a target set the crew will target first those objects 
Emir Mere the cannon is pointing, so if you want to target a specific set of 
Bt m :uckly, turn the turret to face their direction before beginning the targeting 
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='get in the CITV to the Gunner, 
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: sends a laser beam from the C_- 
izever is in the GPS reticle is then r _ 
iser will bounce off anything in its : 
- -t as easily as to a T-801 


• ou have an enemy clearly in sigh m mi 
nto your system. This is probably 

--ehs Primary Sight (GPS) cannot,_ 

zre tank commander's head in the 
">ou are running the simulation fro- a 
to bring the enemy object into the 


aiso interfere with your ability to loo ink 
cult to acquire or maintain a targez 
f cover, or in situations where othe- - 
’•ant to target. Engine smoke or smocs ' 
-'eak a target lock or prevent you fro~ 
"tercom message if the target beco-e 


ignt proclaims a target lock, but you 
will see the word "Fault" in red, or & 
a-e n the simulation), and your Gunre- m 
bear on the target. "Fault" refers to a 


-ot Threat Targeting Mode (5). The default targeting mode. The crew 
t abates all potential-targets and engages the one that is believed to be the 
—ost dangerous. Pressing Button 2 or 'Enter' repeatedly will cycle you 
;-rough progressively less threatening targets. If you do not agree with the 
:<*ected target you can continue to press the button to cycle through 
=•. z able targets. 


All Targets Mode (6). In this mode the crew will target all objects, includ- 
ing friendlies. When you press Button 2 or 'Enter' you cycle through all 
—endly, enemy, and neutral objects. 

Target Last Attacker Mode (7). The crew will engage the last enemy that 
attacked the tank. When you press Button 2 or 'Enter' the crew will auto¬ 
matically lock on to that enemy. If the last enemy that attacked the tank is 
dead or no longer visible the tank will choose targets the same way it would 
n the Hot Threat Targeting mode. 
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II 


:ion Selection 


- £ -free different ammunition types for 
Banner's machine gun, and two ways c£ 
& w^ioon and ammunition for a giver ta* 
■wrong ammunition for a target mes - ; 
\r a z oeen used to eliminate another rr: 

: _ ''ave wasted time, and while your c 
. - ioaded, the target you failed to » 
ng a bead on you. 


::mm Cannon 


the joystick, the arrow keys, or tN 
:t sending on where you are in the 


Guns 


j,;-; ne Guns mounted on the M1A2 provioe 
■ 'epower, useful against unarmored or *gf 
a so fire while the cannon is being re oad 
re machine guns against any target the. :a 

~ank Commander's .50 Caliber Machine 
3 mounted on the Tank Commander's na: 
ed machine gun when you are in the 


Loading the Cannon 


When a tank crew in com¬ 
bat loads a round into the 
cannon, the only way they 
remove that round is by firing it. During battle, removing an unfired rocrc 
the breech is considered too dangerous and too time-consuming. If you ds 
the type of round you have ordered to be loaded is inappropriate, you car 
your mind up to the point where the round is actually chambered. Once r 
nition type has been loaded you will have to fire the cannon to load 


Firing the Guns 


Fire the cannon by pressing the Trigger button (Button 1) on your joystick fm 
'Space Bar'. Fire the Coaxial machine gun by pressing the 'C' key or joystick 
button 3. 

You do not need to have a target to fire a weapon, so be careful with that t to pi 
A friendly or neutral vehicle could come between you and your target just as . ] 
fire. It is possible to destroy friendly objects in AF2, even members of your I 
platoon. 


"ary weapon is a 120mm smooth::*: 
r: .ehicles, bunkers, and other hare t 


- roi the turret and cannon, and lock r 




L-*« » fU a i/m/c f irl/ c 




za-mon can fire a variety of ammu-1: 




;~AFF Cannon Round 'FI2' — The STAr- 
z-and-Forget) is designed to defeat e^e -- 
:e~ nd a terrain feature), and to attack a n 
a: the STAFF round flies over the targe: i 
:-metrator downward, into its vulnerable :: 
r 4 ic lent weapon for use against helicopte- 
~r attack them without the round itse* 

: • me aircraft. 


You can select the ammuni¬ 
tion for the 120mm cannon 
from a Chase View or from 
the Tank Commander's 
Unbuttoned position by 
using the < and > keys to 
cycle through the ammuni¬ 
tion types. In the Gunner's 
location you have a set of 
buttons to make this choice, 
and there are keyboard 
shortcuts as well ('F10' - 
'F12'). 


Your Loader will automatically load the weapon with the previous ammiiZ: 
unless ordered otherwise, or unless there is no more of that type. If you ba* - 
chosen Auto Round Select mode from the Sim Modes section of the Settings 
the loader will choose an appropriate ammunition type based on the cun^t 
or the last target if no target is currently selected. If Auto Round Select is 
ed the gunner will not load anything if there is no more of the selected arm 
available. You will have to specify what type of round you want in the carmen -J 
When the cannon is ready you'll hear the Loader tell you what kind of rou~ : i T 
(loaded), and a small red square will appear at the bottom of the GPS. 


Cannon Round 'FI0' — Official > «' 

- :* Piercing Fin Stabilized Discard "g :: 

i < - - wd, very dense long rod penetrat:' 
. ~ rd has a very high muzzle velocir. : 
ipr- zTnor. Known as the "Silver Bullet' - 
- *:r use against enemy tanks. 


Cannon Round 'F11' — The HEA ro 
i z maped-charge warhead that can bias 
-- i armor. It is not as effective agai r s: 

„ - as that installed on the Russian T-80 ta 
— : *ed vehicles (especially BMPs), and ag-i 
d~ z other structures. It may take a coco e 
relations. 
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be loaded is inappropriate, you car 
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>ear at the bottom of the GPS. 


"WIT 1 


tuition Selection 

|K ‘ 're different ammunition types for its 120mm cannon, a comman- 
BfeM air machine gun, and two ways of creating smoke. Selecting the 

—Mimt *.. ion and ammunition for a given target is a critical combat decision. 

it . -::ng ammunition for a target means that you have wasted a round 
i d r teen used to eliminate another, more appropriate, target. It also 
MB . - a .e wasted time, and while your crew is desperately trying to get 
w j —: oaded, the target you failed to destroy with the first round is 
mmm ng a bead on you. 

llmm Cannon 

i£ : ary weapon is a 120mm smoothbore cannon. Use this weapon 
nn— . r: vehicles, bunkers, and other hard targets. In Eosy mode use the Hat 
i : - ■ : the turret and cannon, and lock in a target with joystick Button 2 
wer < -. Fire by hitting the joystick's Trigger button or the 'Space Bar'. 

r Rr rrotE ;he joystick, the arrow keys, or the Hat Switch control the turret 
:e rending on where you are in the simulation. 

Itorw zannon can fire a variety of ammunition types: 

>,501 Cannon Round 'F10' — Officially known as APFSDS ammunition 

- — : * Piercing Fin Stabilized Discarding Sabot), the SABOT round features 
i ' - ~ ~ard, very dense long rod penetrator, composed of depleted urani- 
iutt i~d has a very high muzzle velocity. It is capable of defeating any cur- 
H 5 rt a-mor. Known as the "Silver Bullet," SABOT is the standard ammuni- 
h ; - for use against enemy tanks. 

-EAT Cannon Round 'FIT' — The HEAT round (High Explosive Anti-Tank) 
|T,is a shaped-charge warhead that can blast through even the thickest 
irt r J armor. It is not as effective against the latest composite armors, 

.as that installed on the Russian T-80 tank. Use a HEAT round against 

— xed vehicles (especially BMPs), and against bunkers, guard towers, 
xrd other structures. It may take a couple of rounds to destroy some 
nsca ations. 


:^AFF Cannon Round 'F12' — The STAFF round (Smart Target-Activated 
: E-and-Forget) is designed to defeat enemy vehicles in defilade (hidden 
nd a terrain feature), and to attack aircraft. When used against vehi- 
; ri the STAFF round flies over the target and fires an explosively-formed 
r-'-etrator downward, into its vulnerable top. A STAFF round is also an 
r^cellent weapon for use against helicopters, since its explosive penetrator 
attack them without the round itself having to actually strike the body 
the aircraft. 


fjciine Guns 

'v . acn ne Guns mounted on the M1A2 provide an inexpensive and effective 
mi— —epower, useful against unarmored or lightly armored targets. Machine- 

pyiir i~\ also fire while the cannon is being reloaded. Save your Cannon rounds by 
iinr : machine guns against any target they can destroy. 

Tank Commander's .50 Caliber Machine Gun — This heavy machine gun 
Bi s mounted on the Tank Commander's hatch atop the turret. It is the select¬ 
ed machine gun when you are in the Tank Commander's Unbuttoned view. 


: -tton (Button 1) on your joystick :** fim 
n by pressing the 'C' key or joystick 


3 weapon, so be careful with that tnD^ 
between you and your target just as :. 
rets in AF2, even members of your o-»v~ 1 
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or in Chase views when the commander is exposed. The .SC 
effective against buildings and trucks, but its most importar; 
anti-aircraft weapon. 


In the Easy simulation mode take control of this weapon with 
with the Hat Switch. Lock in a target for the .50 caliber with i 
the 'Enter' key from the Unbuttoned position or with 'Ctrl' + 
from a Chase view. Fire with the Trigger button or the 'Space 
Unbuttoned position, and with 'Ctrl' + the trigger in Chase view 


In Realistic mode you control the .50 caliber weapon with 'Ctr 
Hat Switch from the Chase view and with the joystick alone frc - 
Commander's Unbuttoned view. If you have selected AutoLocv 
Sim Modes menu you can lock a target for the .50 caliber 
Button 2 or 'Enter' when in the Unbuttoned position, and with 
button from Chase Views. Fire the gun with the Trigger butto- : 
'Space Bar' in the Unbuttoned location and 'Ctrl' + the trigger - 
views. 




Coaxial 7.62mm Machine Gun — The coaxial machine gun is 
the front of the turret, next to the 120mm cannon, and always pom 
the same place as the primary weapon. Fire it with the 'C' key, : 
on the Ammunition Selection Panel in the Gunner's station and 
ger button or the 'Space Bar'. The 7.62mm is a lighter weapon 
caliber, but it is useful against most of the same targets. 


Smoke 


The M1A2 can generate a d 
smoke screen, which will in:e*i 
your target's target acquisition 
ties (and yours). There are twe- 
smoke grenade launchers, sa zr 
side of the turret. The launch^-: 
smoke in a 120-180 degree am 
of the turret. Press '9' on the < 
to launch smoke grenades. You 
two salvos available at the sta". : 
mission. The tank can also injer 
fuel into its engine exhaust manta 
creating a dense cloud of smoke at the rear of the vehicle. Press '8' to togc'-r t 
source of smoke on and off. 


with the 'Print Screen' key, and Art 
:. receive radio messages in respo- 
.. : - Briefing at the beginning of eacn b. 


t ery targets the location at which your 
l':Toc/c feature by pressing Button 2 or 

- _« ary Sight to select the place you warn 
: :ked, that will be the aim point for tN 

- *: . or enemy, is perfectly capable o f aer 
. - i-Jllery request, first be sure that the ' 2 

the rounds to strike. If you call ~ am 
.. me other members of your platoor w I 
cm £ Once requested, an artillery strike earn: 


Succesi 
will b~* 
ground 
heiicoc 
patro i 
enemy 
aircram 
contirx 
most - 
that ar 
much i 
the grz 
units * 
ters, 
load tr 


-«es are best used against targets that am ' 
■ - - ~ : force will have to move through. A' > 
-: enemy vehicles, or for providing a -arocr 
support are available in multi-player Coo 
- ssions, but not in Deathmatch scenario-' 


Air and Artillery Support 


Armored Fist 2 provides your tank force 
with additional firepower in the form of 
Air Support and Artillery. They can soften 
up an enemy position in preparation for 
your assault, and can be of significant 
help in defeating large enemy forces. If 
the mission you are fighting offers air or 
artillery support, use it. 


When your M1A2 is hit by e 
mine there is a good chance th 
than destroyed. Damaged syr. 
will operate less effective-, n 
be repaired fairly quickly, b~: ' 
permanent. 


•—at parts of the Ml A2 have been hurt, ched 
:oth Tank Commander's positions, from tre 
r%vs. Damaged systems flash red. The folk* 
:amage: 


Engine - If the engine is damaged you v. I b 
damage is repaired. 


Tracks - Damage to one of your tracks v. * 
move except in a circle. Damage to bot'' cm 












- : -CDort with the 'Print Screen' key, and Artillery Bombardments with 
Emnil ; jijo v ou will receive radio messages in response to support requests. 




E -r v ssion Briefing at the beginning of each battle to see if air or artillery 

■ i reliable. 

- ~ : artillery targets the location at which your cannon is pointed, so you 
re ^utoLock feature by pressing Button 2 or 'Enter', or use the Gunner's 
■ Auxiliary Sight to select the place you want the rounds to fall. If you 
- :r*. locked, that will be the aim point for the artillery strike. Be careful! 


-e-dly or enemy, is perfectly capable of destroying your tank, so when 
Bfr ^ - in artillery request, first be sure that the 120mm cannon is pointing to 
E* : - ant the rounds to strike. If you call in artillery to a spot too near your 


Eil:: .:: n the other members of your platoon will clear the area in preparation 
E > -*e. Once requested, an artillery strike cannot be recalled. 


Successful requests for air support 
will bring either an A-10 "Warthog" 
ground-support aircraft or Apache 
helicopters to your aid. The aircraft 
patrol around your unit, searching for 
enemy targets. If you move, the 
aircraft move with you, giving you 
continuous air cover. One of the 
most useful features of air support is 
that an aircraft high in the air can see 
much further than a tank down on 
the ground. Aircraft that spot enemy 
units will report them to headquar¬ 
ters, which will immediately down¬ 
load the data to your IVIS. 



■Ml.- rrikes are best used against targets that are not moving, or against areas 

■ e-emy force will have to move through. Air strikes are best for seeking out 
MB-' enemy vehicles, or for providing all-around security for your force. Air 
Eli:: r'y support are available in multi-player Cooperative or Red on Blue 

mmc .r: missions, but not in Deathmatch scenarios. 



When your Ml A2 is hit by an enemy weapon or runs over a 
mine there is a good chance that it will be damaged rather 
than destroyed. Damaged systems will no longer operate, or 
will operate less effectively. In Easy mode most damage will 
be repaired fairly quickly, but in Realistic mode damage is 
permanent. 



hfe s-rr .-.fiat parts of the Ml A2 have been hurt, check the Damage Display, avail¬ 
ing r ooth Tank Commander's positions, from the Driver's perspective, and in 
C .e ■ ews. Damaged systems flash red. The following M1A2 components can 

.lifer damage: 



S Tracks - Damage to one of your tracks will keep you from being able to 
move except in a circle. Damage to both tracks will immobilize the tank. 


























n citv - If your CITV suffers damage it will no longer operate. 
JJ3 - Damage to the GPS renders it useless until repaired. 


Mines 


The enemy may have scattered Mines around many of the sites you v\ Dt 
to seize, so you will need to stay alert for their presence. You may also fnc 
laid on the avenues of approach to a target location. Once detected b\ 2 * 
unit they will show up as clusters of small red squares in your IVIS map. 
until they are spotted and entered into the IVIS, mines are invisible. You 
occasion get warning messages about mines, indicating the general area: r: < 
out for. Mines damage the tank's tracks. You can use an artillery bomb 
take out a minefield, if you know where it is. 



Chapte: 
The Inter-) 
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:aid that, while the M1A1 
m m Dercent digital and ninety 
\i*og, the M1A2 is ninety per- 
Nc . and only ten percent analog. 
m c of the digital addition to the 
tes of the Ml A2 comes from the 
• me most sophisticated digital 
’ ird communications devices 
it rd in a combat vehicle. 


me tank's primary battlefield 
»nr: : . ng the crew a detailed 

:* the terrain and showing the 
BHin * :* all friendly forces. It also allows 
m»\m -..ms of all enemy and neutral forces 
i^rce, including other units, a' r r ec 


: : .es the tank commander imports 
: mmander can examine the terra " 

' a route for the unit to follow in pur 
■ :i maps, in the main IVIS North s 1 


MS via the Control Bar at the bo: 
put a or by clicking on the IVIS map “ m 


: - are operating the IVIS you no Jon 
-ent or combat, though in Real s:: ~ 


. '.actical map is available in both 
1 , e.v, or in the Driver's position, n C 
~med position you can have the mon 
me map, or nothing at all (use the ' 
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smage it will no longer operate. 
:~ders it useless until repaired. 


:s around many of the sites you w zk 
* 'or their presence. You may also T*: 
target location. Once detected fcr. 2 
small red squares in your IVIS map. H 
to the IVIS, mines are invisible. Yo- 1 
~nes, indicating the general area: 
it«cs. You can use an artillery bomba"' an 
ere it is. 



Chapter Six: 

The Inter-Vehicular 
information System (IVIS) 






- * :aid that, while the Ml A1 
-' oercent digital and ninety 
" . - - og, the Ml A2 is ninety per- 
a~d only ten percent analog. 
- of the digital addition to the 
fees of the Ml A2 comes from the 
ffee :r the most sophisticated digital 
and communications devices 
m r . eo in a combat vehicle. 


unm;:: • :* all friendly forces. It also allows headquarters to download to the tank 
joins of all enemy and neutral forces that have been spotted by any other 
jrce, including other units, air reconnaissance, or even satellites. 

: .es the tank commander important mission planning and control tools, 
tar 11 : mmander can examine the terrain in which the tank must operate, and 

i mute for the unit to follow in pursuit of its mission objectives. Unlike in 


11* z* -.cal maps, in the main IVIS North is always at the top of the screen. 

T 

■m'" r*e VIS via the Control Bar at the bottom of every game screen, with the 
mm lie by clicking on the IVIS map in the Tank Commander's Internal view. 
H»mr~ : _ are operating the IVIS you no longer have control over the Ml A2's 
Bi!:i.i~re~t or combat, though in Realistic mode the tank will continue to move. 

■« m : 3 ctical map is available in both Tank Commander's viewpoints, from a 

a e»v, or in the Driver's position. In Chase views and from the Commander's 
. ~ :~ed position you can have the monitor show the Gunner's Primary Sight 
—e map, or nothing at all (use the " (quote) key to cycle through these 
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Color 

ap Table 

Unit Type 

Red 

Enemy 

Blue 

Friendly 

Grey 

Neutral 

Black 

Dead 


In the IV1S Map, higher eleva: : -. . 
progressively lighter shades of 
Friendly objects and vehicles ane : 
neutral objects appear gray, arz 
show up as red. Destroyed veh : e* a 
structures are black. Yellow out 
objects are mission goals. 


, :on - Click on Platoon to select the 
t— and more than one. 

; -reef - Click here to Center the currer: 


f =r Waypts - This control box will dear 
r - ■ selected platoon. 

. 2 , pts - Clicking on this co n 
i current platoon. Once you ha-r . 
n. -ere on the map to place a new w* 
■ - -g waypoints. 


Waypoints 




Waypoints mark locations 
which your force can me * 
of its mission objectives 
in AF2 start with way pc 
Waypoints appear as a pc * a 
decimal numbers, one ye : « 
green, with a line extend nc 
ground below. The numDe r s 1 
distance to the waypoint - 
The yellow element is the 
tion, and the green eleme- 
after that. When you get t 
to a yellow waypoint, it w 


e IS display with either the nr.o■-»= 
_ when the cursor is at the edge o* 

I r r y. direction, or press an arrow ke> to 
r*= arrow. 


and the next waypoint will turn yellow. If there is a waypoint after that 
appear, colored green. At the top of all the view screens there is a red 
marker, pointing to the location of the next waypoint, in case it is not v : am I 
the direction you are facing. 


Sometimes it will appear that a green waypoint element is closer to the cam 1 
the yellow one. This could be the case, if your force was going to turn an 
the next waypoint and come back the way it came, but it is more likely era 1 
that extends from a waypoint is actually pointing to a ground location be" t 
or other terrain feature. If you climb the hill you will be able to see the v.?. 
marker pointing to its proper location. 




IVIS Controls 


The IVIS provides a set of common data elements at the top of each screen 
ing the current platoon number, the tank ID and commander, the map grid 
nates, and the tank's present heading and speed. To the right it displays the 
remaining in the mission. 


' 

IIIII 




At the bottom of the IVIS there is a set of control boxes. Use the mouse to i 
your selections. The IVIS controls give you access to all the IVIS functions, 
setting Waypoints and selecting the platoon to which they will apply. 


Zoom Out - Use this selection to see more of the map. 

0 Zoom In - Click here to see a smaller area of the map in more detaL 





































Map, higher efevatsors , 
iy fighter shades of an 
^ects and vehides are 
ects appear gray, arc em. 

> r ed. Destroyed ve+aoe l 
tre black. Yellow oudrve 
mission goals. 


Waypoints mark locations 
• ^ich your force car mowt 1 
f its mission objectives. Mu 
AF2 start with wayponc 
•aypoints appear as a c«ar m 
eamal numbers, one .ellow 
reen, with a line exterdrc 
round below. The numcie" t 1 
^stance to the waypoint r 
~e yellow element is the mg 
>n, and the green element 
ter that. When you get z*. 
a yellow waypoint, it w 
e is a waypoint after that r 
?w screens there is a red * 

:«point, in case it is not v 

: element is closer to the : 
force was going to turn art 
*me, but it is more like , 

•g to a ground location benr :t.|_ 
u will be able to see the 


ts at the top of each scree** 

d commander, the map grid__ 

To the right it displays the mm 


>*arion - Click on Platoon to select the next platoon when you 
- -and more than one. 

sneer - Click here to Center the current platoon on the map. 

I ear Waypts - This control box will clear all the waypoints for the 
:^—entfy selected platoon. 

*ac Waypts - Clicking on this control box lets you set new waypoints 
1 me current platoon. Once you have selected this control, left-click 
~ -ere on the map to place a new waypoint. Right-click to end 
- n ~g waypoints. 

1 :ne IVIS display with either the mouse or the arrow keys. Press the 
: .“xi when the cursor is at the edge of the map display and the map 
h mat direction, or press an arrow key to have the map scroll in the 
* me arrow. 


' ooxes. Use the mouse to “. 
ss to all the IVIS functions, in 
vnich they will apply. 


more of the map. 


area of the map in more detail 


Chapter 6 











Chapter 6 




Chapter Seve 
lontroiling Multipl 


rrd Fist 2 missions require you to take co~~ 
- •.o Ml A2 Main Battle Tanks. Coordratin 
z<e a complex task, but it is vital for the sue: 

.•nil have to learn how a tank force is ore: 
~at organization. You exercise contro of * 
and Realistic Sim Modes . 


Fist 2 you may jump 
■nun : :ank, as well as from 
:csition within that 
w T o change tanks, 

~ - ~ao key. This brings 
It - the tanks available 

m . : ■ arranged by platoons. 

Ik row keys to select the 
c . m to be in and 'Enter' 
■c - The leader's tank in 
■he n is marked with an 
j *: oelow the list a panel 

.t D and Type of the 

rq r ected vehicle, its 




. _ nates, and its Damage status. The pare! a 
: 3 rd Formation, as well as a list of the Amr~ unic 


Tank Platoon 


ti : jnit in Armored Fist 2 is the Tank Platoor :: 
•~-ese tanks belongs to the platoon leader, he 
r movements to conform to those of the ea: 
:rs as ordered. If the platoon leader's tan* is oe 

* assumes that role. Any tank may be operated i 

* eader its movement will not affect other units 


■ : xe in your mission consists of more than four ’• 

mpx*: as platoons, in groups of four tanks. Once you e 
Kiciir c«atoon you will find it relatively easy to jumc 
Shoe n a larger force, ordering each unit to take aoc' 
Mm* -: 3 multi-player Cooperative or Red on Blue Exe- 
a— and of one tank platoon. 





















Chapter Seven: 
Controlling Multiple Tanks 


-snored Fist 2 missions require you to take command of a force of from 
r —.-two M1A2 Main Battle Tanks. Coordinating the activities of multiple 
=r oe a complex task, but it is vital for the success of many of the 

will have to learn how a tank force is organized, and how to get the 
j that organization. You exercise control of your platoons the same way 
mar and Realistic Sim Modes. 


Fist 2 you may jump 
air* :o tank, as well as from 
: position within that 
To change tanks, 

- - Tab' key. This brings 
;• ail the tanks available 
: - arranged by platoons. 

- ifTow keys to select the 
. • sh to be in and 'Enter' 

H P— ~ The leader's tank in 
kr j»oon is marked with an 

6 ro below the list a panel 
ID and Type of the 
i selected vehicle, its 
mm: - : I'dinates, and its Damage status. The panel also provides the tank's 

Kh - a^d Formation, as well as a list of the Ammunition left on board. 

' 

Tie Tank Platoon 

Bn. : . c unit in Armored Fist 2 is the Tank Platoon, consisting of four Ml A2s. 

p . 'hese tanks belongs to the platoon leader. The other tanks in the platoon 

Eiir::- neir movements to conform to those of the leader's tank, assuming different 
Kir- . :rts as ordered. If the platoon leader's tank is destroyed, another tank in the 
■Mm r assumes that role. Any tank may be operated individually, but if it is not a 
11 , :r eader its movement will not affect other units. 

■ - :xe in your mission consists of more than four M1A2s, they will be orga- 
m,;:’-: as platoons, in groups of four tanks. Once you learn how to command a 
L, : - r atoon you will find it relatively easy to jump from platoon leader to platoon 
Ejmoe- - a larger force, ordering each unit to take appropriate action. If you are 
HI,jin- - - 2 multi-player Cooperative or Red on Blue Exercises mission you will be in 
asm rrand of one tank platoon. 
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Chapter 7 


Giving Platoon Orders 


■rmations and Spacir 





Press the 'O' key or 'Backspace' 
to bring up the Platoon Orders menu. 

From here you can set a platoon's 
Movement Mode, Formation and 
Spacing, and give the tanks different 
Engagement Orders. Setting a 
Movement Mode lets you give your 
tanks general movement orders. 

When you order the platoon to assume 
different Formations, the individual 
tanks place themselves in the appropri¬ 
ate relationship with the platoon 
leader's vehicle, and you can have 
them spaced either close together or 

further apart, as you select. The Engagement Orders you select for thr 


-an Armored Fist 2 platoon can assu~ 
’ :-g a formation should be to brine tr 
iri* on the enemy, while preserving the : 
•' -ronment. 


The Wedge f 
leader's :a' , « 
members & 
to the fla^u 
for meet^ 
part of t K e * 
useful aga ^ 


you determine whether all your tanks will engage the same targets as 
are currently in or whether they will choose their own targets. 


In the Platoon Orders menu use the arrow keys to scroll through the & >:* 
'Enter' to make selections. Your choices will have a small solid triangle :: notf 
to them. When you have made your selections, use 'Esc' to exit the me- - jrael 
send the message. Your orders will be transmitted to the platoon, anc r - «*# 
assume the Movement Mode, Formation, Spacing, and Engagement Orosr pH 
have specified. 


Movement Modes 


You have three different Movement Modes you can assign a tank platoo^ 





Normal Movement - Normal is the default movement type. Pis*: • 
ers not under human control will follow waypoints, and the other 
the platoon will follow their leader, taking up whatever Formatior a~cl I 
Spacing they have been ordered to assume, and picking targets a:: : ^\wm 
to their current Engagement Orders. 


Tanks ~ 
behino: 
ofte~ a: 
traveling 
ally or % 

■B "B 


Halt - Units ordered to Halt will no longer move unless you take r-r 
control of a tank and move it yourself, or unless you have called ir ar 
artillery strike too close to the unit. Once you leave a halted tank * « 
where you have placed it. Units given Halt orders will continue to * 
enemy vehicles and fire on them, based on their current Engageme^ 
Orders. 


Retreat - Units ordered to Retreat will try to break contact with the ss 
enemy unit that fired on them. Members of a platoon assigned the 
movement mode move directly away from the area of combat as a- : ill 

possible. If the platoon leader's tank is nearby they will reform on it. 
Retreating units will continue to target and engage enemy forces. 


Esse^i-a 
back to 
Echeor 
wbe^ >* 
of a 
this 

the siOr 
expect ‘ 






















Orders 


ations and Spacing 


i: - an Armored Fist 2 platoon can assume a variety of Formations. Your 
* losing a formation should be to bring the maximum number of tank 
HtUB on the enemy, while preserving the platoon's ability to react to a fluid 
r onment. 


The Wedge formation puts the platoon 
leader's tank in front, with the remaining 
members of the platoon directly behind and 
to the flanks of the leader. A Wedge is good 
for meeting threats that could come from any 
part of the front of the formation, but is less 
useful against attacks from a flank. 


gagement Orders you select for the : 

will engage the same targets as 
I choose their own targets. 


arrow keys to scroll through the cr: s 
Okies will have a small solid trianc - 
selections, use 'Esc' to exit the me'. mil 
be transmitted to the platoon, anc ire* 
ation. Spacing, and Engagement Ore- 


The Line formation puts all the tanks in the 
platoon side by side. A Line is an excellent 
formation for bringing fire to bear to the 
front, but it is very vulnerable to attacks 
from either side. 


’.'odes you can assign a tank platoo 


Tanks in Column formation line up one 
behind the other. This formation is most 
often adopted for road movement or for 
traveling through narrow defiles, but usu¬ 
ally only the lead tank can engage an 
enemy straight ahead. 




I:'.umn 


al is the default movement type. Pla::»: t m 
I follow waypoints, and the othe- tarn m 
eader, taking up whatever Formation arric 
e-ed to assume, and picking targets accrrniiwJ 
: Orders. 




* 1 ? 


•vi! no longer move unless you take m 
: /ourself, or unless you have called in an 
e unit. Once you leave a halted tank : wi 
^ ts given Halt orders will continue to 
''em, based on their current Engageme" 


Refuse Left/Right 


iveat will try to break contact with the .as 
Members of a platoon assigned the 
. away from the area of combat as at : i 
r's tank is nearby they will reform on it 
id target and engage enemy forces. 




Essentially a Line formation, but staggered 
back to left or right. Also termed an 
Echelon, this is a good formation to adopt 
when you expect an attack from one side 
of a line of advance. You will often adopt 
this formation to protect a convoy. Refuse 
the side of the formation from which you 
expect the enemy to approach. 
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• Diamond 


just what it says. Put the ; 
Diamond formation wher : 
come from any direction 



Spacing 


You can also select the distance between the tanks in a given formatio'v 
Close Up Spacing if you want your tanks tightly bunched, so all the vehxzts 
more likely to be able to see and shoot at the same targets. Choose N: — □ J 
to have the tanks spread out a little more, giving the unit the ability to cr 
terrain and reducing its vulnerability to air and artillery strikes. 


Chapter1 
Campaigns an 


' Fist 2 you are offered four 'rea «•> 
the deployment of a force of M r AI 
r e overseas. To complete the mi tar 
e to finish a linked series of missiors r 


Engagement Orders 


By setting a unit's Engagement Orders you can direct their fire to a comrr : ~ * 
or allow each vehicle to individually select and engage targets. 


Fire At Will 


: as: ncludes a 29 Palms Campaign , dew 
:en of the Ml A2, and a Solo Duty camp 
: ntroduce you to combat without the 
■ -orce. In addition, Armored Fist 2 z 
multiplayer modes. 


Tanks in platoons ordered to Eire at Will choose their own targets, based or - 
criteria contained in the individual Targeting Modes they have been giver. T 
the default Engagement Order. 


The Campaigns 


Fire on My Target 


Tanks ordered to Fire on My Target will attempt to engage whatever the hu~: 
player has targeted. This applies to all tanks in the company. Tanks withe« 
of sight to the player's target will select and engage their own targets. Fire : - 
Target can be an effective way to make sure that whatever you target is kit e: 
quickly. The other tanks in the platoon will engage your target as soon as the* 
taken care of their own current target (if any), so hopefully you will spend ee 
staring down the barrel of an enemy tank's gun while waiting for your crew :: 
round up! 


: 3 mpaign features a different predom ra 
3 goals to accomplish, and a differer: >c 
agn the missions are generally arranges 
oegins with an individualized brief r -c 
accomplish to complete that mission. 11 


Operation Provide Relief— Centra - 

armed and equipped forces from se - 
and looting. The UN is doing what : 
provide some sort of stability, b~: : 

safety of refugees and UN workers. T 
region. You are that armed force 


The terrain in this part of Africa cons 
plains. Your enemies are equipped ••• 
ex-Soviet manufacture, including mo 


Operation Siberian Fist — The brea< 
causing problems. This time it's a fas 
Russian far east that's making waves 
Russian government is almost heoe: 
whether or not you decide to accepc 
Russian government in Eastern Si ben 


It's winter in Siberia, and that means 
full complement of up-to-date R-ss.: 
















^jst what it says. Put the £>«-*: . m ■ 
Diamond formation when trr*a a 
come from any direction. 



Chapter Eight: 
Campaigns and Missions 


e tanks in a given formation C? mtm 
htly bunched, so all the vehioe: mm 


$rmored Fist 2 you are offered four 'real world' campaigns, each of which 
mcr^nts the deployment of a force of Ml A2 Main Battle Tanks to a trouble spot 
wr - nere overseas. To complete the military tasks you have been assigned, you 
Mill •; eto finish a linked series of missions in each campaign. 


he same targets. Choose Nc~~>.z 
;Ting the unit the ability to cower -mniH 
ind artillery strikes. 


; :o includes a 29 Palms Campaign, designed to familiarize you with the basic 
(perr on of the Ml A2, and a Solo Duty campaign, featuring missions for a single 


jr «i :d introduce you to combat without the complication of having to command 
y, force. In addition, Armored Fist 2 provides a special campaign for each of 
tree multiplayer modes. 


2 n direct their fire to a common iaN|fl 
ind engage targets. 


Campaigns 



ose their own targets, based on zrm 
f Modes they have been given. : m 


j ~ campaign features a different predominant terrain type, a different set of 


m goals to accomplish, and a different set of enemies to fight. Within each 
Bamcaign the missions are generally arranged in ascending order of difficulty. Each 
I - : - begins with an individualized briefing, to acquaint you with the tasks you 

I - . - accomplish to complete that mission. The four main campaigns are: 


s n the company. Tanks without i mm 
engage their own targets. Fire cr 
■ that whatever you target is ki! ez 


—. Operation Provide Relief— Central Africa is once again in chaos. Well- 


armed and equipped forces from several sides are roaming the area, killing 


and looting. The UN is doing what it can to protect refugee camps and 
provide some sort of stability, but without an armed force to ensure the 
safety of refugees and UN workers, there is no hope for peace in this 
region. You are that armed force. 


Engage your target as soon as the* rwm 
• so hopefully you will spend esi u irw J I 
gun while waiting for your crew tz m m 


The terrain in this part of Africa consists mainly of rolling hills and grassy 
plains. Your enemies are equipped with a variety of weapons, primarily of 
ex-Soviet manufacture, including modern armor and air support. 

Operation Siberian Fist— The breakup of the former Soviet Union is still 
causing problems. This time it's a fascist-style breakaway regime in the 
Russian far east that's making waves. The Japanese are nervous, and the 


Russian government is almost helpless this far from Moscow. Your mission, 
whether or not you decide to accept it, is to reestablish the authority of the 


Russian government in Eastern Siberia. 


It's winter in Siberia, and that means snow. The right-wing rebels have a 
full complement of up-to-date Russian gear, including air support. 
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Operation Secure Peace — Belarus is the problem this time. O « 
raging, and the UN has sent a peacekeeping force to separate wi> | 
sides and reestablish the legitimate government. Unfortunate --"»J 
side seems to appreciate the UN's efforts. Your primary task is:: rraJ 
the UN forces, and end the fighting here. Belarus is a land of g-ver ] 
rolling hills. Both sides in the civil conflict have plenty of moce— 
weapons, mainly Russian. 


Operation Thunder Road — Iranian forces have moved into Tlt*^ rnt^M 
Iraq. You are part of a NATO force sent in at the request of the 
government. It is possible that your mission may include inte'-.e-* a» | 
in Iraq as well as Turkey, and there is no guarantee that the Irao m 1 | 
welcome you, even against their hereditary enemies from Iran. 
conflict takes place in desert terrain. Both Iran and Iraq have m:c>~ ~ 
weaponry, from a variety of sources. 


Mission Briefings 



Each mission begins with a Briefing, detai -: ~ j I 

is you are to accomplish. The briefing wil - 
include your weapons loadout, an appreciac :r jfl 
the overall situation, and details on your mlssonr (r 
may also include specific objectives you are :: mmm 
to, an estimate of enemy forces, and a listing cr mm 
supporting forces available to you for this mssarr 1 
Click on the Back box to leave this mission a-»: 
back to the list of missions for this campaigr GkH 
on Accept or press 'Enter' to begin the missio- 



Mission briefings also include a map of the bafe- 
field, with your movement route and phase r -*s 
displayed. Click on the Map box to bring up t“ 
screen . At the bottom of the map display are i 
number of control boxes. Use the Nxt/Prv Wayne rj 
box to center the Next (left mouse button) or 
Previous (right mouse button) waypoint for th i 
toon on the map. The left and right mouse bu~: m 
also allow you to select the Nxt/Prv Platoon's v»a. 


points to display. The Zoom In/Out box lets you control the area shown on the 
screen. Use the left mouse button to zoom in on the map and the right butter :: 
zoom out. The Text box brings back the briefing text. 


Mission Evaluations 


Each time a mission ends, Armored Fist 2 evaluates it and declares a winner, or 
if the player has ended the mission before completing it, declares the mission 
canceled. Your Commander will receive a Mission Score, which becomes a part cr 
that officer's permanent record. The statistics regarding kills, rounds fired, etc. ar? 
lifetime statistics for that Commander. 


The Mission Evaluation screen gives you several options in regard to the mission js 
ended. You may Reset the mission to start over from from the beginning, or wa::~ 
a Playback of it. You may also choose to have the simulation take you to a point n 
the mission a few seconds before it ended so you can Playback the End, and you 
can go back to the campaign's mission menu by hitting 'Esc'. 



Chapter 1 
Multi-Playei 


wmmred Fist 2 offers several multi-player op:: 
mu : * .er mission types and three connection 
■»r cate. Check the Multi-Player Settings sect 
■wr-c :~apter of this manual for instructions or 


H* ": .vith or against other humans is one o* : 
■B be of AF2 play, and offers challenges no: *c* 
| cl : s^ek other players with whom to expece 
* iremise! 


Multi-Player Missions 


~'ee types of multi-player missions ava 2 c 
curative. Red on Blue Exercises, and Deathtrcr. 
1 ~etwork, with a serial connection, or t. - 


it . :cerative missions all the participants av :* 
1 c ~olish the Mission goals, with each pla. 
me In this mode the players take the Blue ssc 
! tv -ed forces. Air and artillery support are nor 
a campaign for Cooperative mode, w :r ; 


~ : ed on Blue Exercises multi-player mode c . 

: des, each member of which has a platoon 
~:ti the game when all of that player's t arc 
nr :*zd number of players in a Red on Blue rra: 
tv :«tra player and tank platoon, and Air Sapp 
> . iaole to both sides. Armored Fist 2 prervide 
Exercises, with five missions designed -r. * 


> rr match scenarios are "all-against-a 1 :~ • 

r - er. In a Deathmatch game each player rar. 
imoton, and has a limited time to destre;. as ~ 
cr'-ario as possible. In Deathmatch mode ' a 
-:oear at a new random location. The^e s nc 
AF2 has a Campaign, with five m sso - :. 
leadimatch mode. 




















is the problem this time. C - i 
:e<eeping force to separate 
government Unfortunate - i 

r^orts. Your primary task ist: MMi 
3 here. Belarus is a land of c~*~' 
conflict have plenty of mode*— 
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it mission may include intervemrapri 
is no guarantee that the Irac : m 
rreditary enemies from Iran. 

■ Both Iran and Iraq have rroaew 
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begins with a Briefing, detai r ; 
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-aluates it and declares a winner, cr 
ompleting it, declares the mission 
Tssion Score, which becomes a pa~ : 
cs regarding kills, rounds fired, etc are 

e r ai options in regard to the missicr jjk 
over from from the beginning, or ws* 

:. e the simulation take you to a po " 
o you can Playback the End, and ycx. 
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Chapter Nine: 
Multi-Player Games 

iwmr?d Fist 2 offers several multi-player options, including three different 
m : ayer mission types and three connection modes. Up to eight players can 
:mr :a:e. Check the Multi-Player Settings section of the Game Installation and 
■cup :-apter of this manual for instructions on preparing for a multi-player game. 

■1 ng with or against other humans is one of the most interesting and intense 
Ei! :e: of AF2 play, and offers challenges not found in solo gaming. We encourage 
1 w : seek other players with whom to experience Armored Fist 2. It will be fun, 

«r zremise! 

*(ulti-Player Missions 

~ ~~ee types of multi-player missions available in Armored Fist 2 include 
iK'otive, Red on Blue Exercises , and Deathmatch. Each mission type can be played 
i network, with a serial connection, or by modem. 

m :;;oerative missions all the participants are on the same side, acting together to 
:r—plish the Mission goals, with each player commanding a platoon of M1A2 
« •: In this mode the players take the Blue side, fighting the computer playing 
ns ^ed forces. Air and artillery support are normally available. AF2 features a 
. ~: 3 campaign for Cooperative mode, with six missions to undertake. 

Red on Blue Exercises multi-player mode divides the participating players into 
u«: s-des, each member of which has a platoon of tanks. A participant is eliminat¬ 
or ~om the game when all of that player's tanks have been destroyed. If there is 
r :dd number of players in a Red on Blue match, the side ordered to attack gets 
~ - extra player and tank platoon, and Air Support and Artillery Strikes are usually 
ii =ble to both sides. Armored Fist 2 provides a special campaign for Red on 
. r Exercises, with five missions designed just for this play mode. 

r rematch scenarios are "all-against-all," with each player fighting every other 
: er. In a Deathmatch game each player starts with a single Ml A2, at a random 
rjon, and has a limited time to destroy as many of the other tanks in the 
r-^rio as possible. In Deathmatch mode if a player's tank is destroyed it will 
•zoear at a new random location. There is no air or artillery support in this 
- :de. AF2 has a Campaign, with five missions, designed specifically for multiplayer 
:-;rhmatch mode. 
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Connection Options 


Armored Fist 2 allows players to connect for multi-player games " — 
ways—over an IPX Network , via a Serial Direct Connection , or with a '• 
over a network allows up to eight players to join in, while connecting « 
or modem allows two players to participate. Refer to the Multi-Pla f £- ‘•ndl 
of this manual for more information. 


i. Direct Connection 


> - -g via serial cable allows two pla>-e 
•re three Multi-player Campaigns. M* 
Xrrs is properly connected. As in ar 
:•= designated the Moderator. T'^a: : 
and mission. 


IPX Network Play 


An IPX Network connection allows eight Tank Commanders (including « 
experience the simulation simultaneously. All participants need to be : * 
network, and all players have to be using the same socket. You may run 
one copy of AF2 on a network at the same time, but each game running 
a separate socket number. Socket numbers can be specified and changer 
Setup program. See the Installation chapter of this manual for instruc. : * 
to use Setup. Users having difficulty connecting should check their ne: : m 
tion and socket number. 


- olayer selects Serial Direct Conner. 
r e of the Main Menu selections) A v 
t name of each player. 


t >ce both players names appear, the I 
« bring up the Armored Fist 2 Bcr 


e Moderator now selects play opt: - 
cr :ose a campaign (Cooperative, Re: i 
e :ct a mission. Once a mission has d 
each player's computer. 


Before you begin an IPX Network multi-player game, one of the participate 
be named the Moderator. The Moderator is responsible for making ga~ 
that affect the entire group, and for handling the housekeeping detai-s • 
get the game up and running in multi-player mode. In general, any p a e rr j 
multi-player game could make these decisions. Naming a Moderator s - 
game startup, and helps keep multiple players from trying to make the sars * 
sion. It is always a good idea to discuss the game before you begin, so tr i ill 
ers agree on what mission they will be fighting, and have an opportur t. *: aMM 
cooperative strategies. 


* ::em Play 


:: ~g via Modem allows two pla\e~ :: : 
* multi-player game, one of the : 
*■ iterator is responsible for making gar> 
r :: ng the tasks necessary to get the gam-e 
nil ~ese directions to establish the corme: 


Follow these step-by-step instructions to conduct a multi-player AF2 Miss i 
IPX Network: 


I Each player should select Modem from 
Venu with the arrow keys and Ente r 
l:me and press 'Enter' again. Both : a 
screen. 


D 


To begin a network game, each player should select the IPX Netwc 
from the Multiple Player Setup menu (one of the Main Menu selecticr:» - 
Multiplayer List box will appear, listing the names of ail the players. 




■I T°e player has to make the call, and r 
designated to make the call, use he r 
s'ess 'Enter'. Then enter the nurrce': 


2 ) 


When the names of all players wishing to participate are in the Mult: i 
box, the Moderator should press 'Enter'. No more players will be ab e ■: 
this game. The Armored Fist 2 Battlefield Options screen will now acoea 


3 * you are the call recipient, sere dc 

:ress Enter'. 


3) 


The Moderator selects play options from this menu sequence. The firs: : 
is what type of game to play. Select a Cooperative, Deathmatch, or Red j 
Blue Exercises campaign. Once a campaign is chosen the Moderator: 
mission from that campaign's mission set. Once a mission has been : 
begins loading to all the players. 


Once you make the connection, the M 
roth your names. The Moderator s~o. 
: ringing up the Armored Fist 2 Bar. e 


Internet Play Using KALI 


^he Moderator now selects p!a> opt: - 
campaign, then a mission. Campa 
Exercises, or Deathmatch, each of *•*“ < 
a mission has been selected it v. cec 


Armored Fist 2 can be played multiplayer vs. other players over the internet us *: 
third party system such as KALI™. KALI allows you to use AF2's IPX Network r v? 
features to chat with and play against other players over the internet. If a KA_ 
promotional offer was provided with your copy of Armored Fist 2, install it to :u 
hard drive by clicking on the "Install Kali" button from the AutoRun screen. Ary 
installation, read the instructions for connecting and playing using in the 
KALI95.TXT file installed onto your hard drive. 
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g the same socket. You may rur 
^e time, but each game running 
^ers can be specified and change: 
apter of this manual for instruct*: * 
-necting should check their net.*.: * 


p aver game, one of the particip:- : 
or is responsible for making gamt 
: ing the housekeeping details r-s*:* 

> ayer mode. In general, any pia . r i 
cisions. Naming a Moderator simr m 

: avers from trying to make the sar- * . 

the game before you begin, so tr^r. a 
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conduct a multi-player AF2 Miss on 


}>er should select the IPX Network, c 
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ng the names of all the players. 

~g to participate are in the Muitic a -r 
iter'. No more players will be able :: a 
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. from this menu sequence. The first 
ct a Cooperative, Deathmatch, or Rec m 
:ampaign is chosen the Moderator p#oc a 1 
on set. Once a mission has been seteCBafl 


.1 


rial Direct Connection 

:~g via serial cable allows two players to undertake an AF2 Mission from 
~e three Multi-player Campaigns. Make sure the cable between the two 
:: _:ers is properly connected. As in an IPX Network game, one of the players 
oe designated the Moderator. That player will be the one to select the 
c-agn and mission. 

Each player selects Serial Direct Connect from the Multiple Player Setup menu 
: ~e of the Main Menu selections). A Multiplayer List box will appear, listing 
re name of each player. 

I -ce both players names appear, the Moderator should press 'Enter', which 
- bring up the Armored Fist 2 Battlefield Options screen. 

~-e Moderator now selects play options from this menu sequence. First 
: - Dose a campaign (Cooperative, Red on Blue Exercises, or Deathmatch), then 
r ect a mission. Once a mission has been selected it will begin loading to 
-r3ch player's computer. 

* :dem Play 

! C••acting via Modem allows two players to conduct an AF2 Mission. Before you begin 
i m - :dem multi-player game, one of the participants should be named the Moderator. 

- ‘oderator is responsible for making game choices that affect both players, and for 
•: ng the tasks necessary to get the game up and running in this multi-player mode. 
:v< these directions to establish the connection and begin play: 

E:ch player should select Modem from the Multiple Player choice in the Main 
•*enu with the arrow keys and 'Enter', then scroll down to Start Multiplayer 
Came and press 'Enter' again. Both players now get the Dial Phone Number 
screen. 

One player has to make the call, and the other receive it. If you are the player 
designated to make the call, use the arrow keys to select Dial Modem and 
oress 'Enter'. Then enter the number to dial. 

f you are the call recipient, scroll down to the Answer Modem line and 
press 'Enter'. 

4| Once you make the connection, the Multiplayer List screen appears, listing 
both your names. The Moderator should now press the 'Enter' key, 
bringing up the Armored Fist 2 Battlefield Options screen. 

The Moderator now selects play options from this menu sequence. Choose a 
campaign, then a mission. Campaigns can be Cooperative, Red on Blue 
Exercises, or Deathmatch, each of which has its own special mission set. Once 
a mission has been selected it will begin loading. 


vs. other players over the internet usnc 
allows you to use AF2's IPX Network ? r 
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Chapter Ten: 

The Modern Battlefield 

- remonstrated in the Gulf War, firepower and mobility are the two most impor- 
- tactical considerations on the modern battlefield, and the M1A2 Main Battle 
V* embodies these principles. As the commander of an armored force, it is up to 
c . :o employ these concepts. 

The Tank Platoon 

* : tiding to the United States Army's Field Manual FM 1 7-15. the mission of the 
\2 tank platoon is to "close with and destroy the enemy. The platoon's ability to 
"" f shoot , communicate, and provide armored protection is a decisive factor on the 
: :ern battlefield. ...The tank platoon can survive and win in battle, however, only if it 
e trained, effectively led, and highly motivated." 

Armored Fist 2 tank platoon consists of four Ml A2 Abrams tanks, each with a 
t v of four: a driver, gunner, loader, and tank commander. This gives the tank 
: r.oon a strength of 16: fifteen enlisted personnel and one officer. The officer, 

: —nally a 1st or 2nd lieutenant, is responsible for the safety, security, and battle- 
t i effectiveness of the entire platoon. 

”“■= tank platoon is the basic building block of higher echelon armored units; 
~~'efore, the majority of your early Armored Fist 2 missions will cast you in the 
-e of platoon leader. However, once you are comfortable with this level of 
zmmand authority, more advanced Armored Fist 2 missions make it possible for 
'Xi to command multiple platoons. 

"he company is the next level of military organization up from the platoon. A tank 
zmpany consists of three tank platoons and a company headquarters (for a grand 
:tal of 14 M1A2s, 57 soldiers, and 5 officers). Although the tank company is 
: -ganized and trained to fight as a separate, self-contained entity, it is not uncom- 
-on for it to be paired up with a company of mechanized infantry. This resultant 
::mbination accentuates the strengths of both formations. 

"he highest level of command authority in Armored Fist 2 is the battalion. A tank 
rattalion typically consists of three tank companies, a headquarters platoon, plus 
-isorted support platoons such as engineers, air defense, and self-propelled mortars. 

\‘ost battalion commanders prefer to organize their units into combined arms 
reams by cross-attaching units with other battalions. For example, a mechanized 
nfantry battalion might exchange one of its infantry companies for a tank company 
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from a neighboring armor battalion. This way, battalion sized task fo~£ 
tailored to perform a specific mission. (In Armored Fist 2, the miss^or ; 
have already optimized your forces for the task at hand.) 


Tactical Platoon Formations 


Tank platoons use standardized formations during tactical operations :: 
the movement and actions of their individual vehicles. This allows the : 
operate more efficiently as a unit. As the platoon leader, you are able t; 
platoon to assume one of five different types of tactical formations: Cc _ —~ 
DiamondWedge , and Echelon. 


Column 


The Column formation is a travel configuration. A tank platoon norma . 
a column formation when speed is important and security is not a conce- 
Command and control problems in this type of formation are minima s ~- 
of the platoon's tanks line up one behind another. 


A tank platoon routinely travels in column in order to take advantage of a : 
network. Not only does this increase the speed of the move, it reduces tre 
tear associated with off-road movement. A platoon will also use this forms-: - i 
it must negotiate restrictive terrain, like forests, fording sites, or mountain :«z 



The column is not a combat formation. The platoon's orientation limits its fru-rai 
visibility and firepower. In a column formation, only the lead tank has a co~~: - m 
unobstructed view of the battlefield ahead. The remaining tanks are masked by 
those in front. By entering combat in column formation, you effectively redu:* nJ 
frontal firepower by 75%. 


The Column formation is a trade-off; security for speed. Your platoon should : - 
travel in column when you are certain there are no enemy forces nearby. ShoUc 
enemy contact occur, your primary job will be to extricate your tanks and imme> 
ately assume a more viable combat configuration. 


Line 


A platoon will typically adopt a Line formation in situations that require the ful 
firepower of the platoon be brought to bear on a common target area. To ass~—- i 
line formation, the platoon assembles its vehicles side by side in a line. The spacr: 
interval between vehicles depends upon the nature of the terrain and frontage 
platoon is required to cover. 



re ‘ormation affords the platoon exce ier 
-•Jnerable. For this reason, the platoon i 
~e the general location of enemy force 


~e r formation can bring more firepov.e' 
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diamond and Wedge Forma 
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ircumstances. 
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The platoon's orientation limits its frorta 
■nation, only the lead tank has a co^: - @*1 
rao. The remaining tanks are maskeo ty* 
z jmn formation, you effectively red^ .-r j 


cjrity for speed. Your platoon shoulc zr » 
>ere are no enemy forces nearby. Shcx : 

be to extricate your tanks and imrrea 
figuration. 


nation in situations that require the full 
□■ear on a common target area. To assu”- 
£ vehicles side by side in a line. The spacr: 
■ the nature of the terrain and frontage 


1 - -'e formation affords the platoon excellent visibility to the front but leaves the 

vulnerable. For this reason, the platoon leader should make every effort to 
r r-^ine the general location of enemy forces before assuming this formation. 

« ::-er formation can bring more firepower to bear than a tank platoon in line, 
r s s the best formation to select when conducting a deliberate assault. Though 
l 4 ir : jtt to maintain for long distances, the line formation is excellent for short 
|n sres. The Ml A2's ability to shoot on the move allows the platoon to charge while 
?g the enemy under fire. 



- re formation is also very handy for dealing with enemy attacks. When properly 
1 r~:ed, a line of Abrams tanks can stop an enemy advance like a brick wall. In 
:; on to the platoon's four 120 mm cannons, the enemy must also contend with 
multiple machine guns. This is more than enough firepower to deal with enemy 
t ©red vehicles as well as the lighter personnel carriers that accompany them. 

>e negative aspect of the line formation is the fact that all four of the platoon's 
ir-^cles are exposed to enemy view. A platoon in this formation has no reserve 
cement to call upon since all elements are in immediate contact with the enemy. 

Diamond and Wedge Formations 

* :ank platoon assumes the diamond formation when traversing unfamiliar territory 
ird when a 360-degree field of fire is required. The diamond provides the platoon 

:n greater security than most other formations, while enabling it to continue 
moving at a high rate of speed. 

Lientially, the diamond formation is a three-tank wedge with one tank held back 

* -eserve. When deployed in a diamond formation, the platoon advances with a 
ngle tank acting as a "point" vehicle. Two tanks take drop-back positions on both 
ides of the leader, while the fourth tank is in reserve, bringing up the rear. This 
zrovides the platoon leader with a measure of flexibility. The commander can move 
me reserve tank to either side of the formation, depending upon the tactical 

: r cumstances. 
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Platoons use the Wedge formation like the diamond, to cross unfam ~ - 
when the location of enemy forces is unknown. Unlike the diamonc ns 
formation contains no ready reserve. It commits all four of its vehicles *: ■ ull^ 

positions within the formation. Typically, the platoon leader occupies : 
front positions of the wedge. As the formation advances, the comma- 
good position to issue tactical orders to the outer vehicles in the for— 2 : 


The wedge is a cross between the diamond and line formations. The :n 
between the wedge and the line is the fact the wings of the formatior an 
back toward the middle. Both formations offer good visibility and ciea* ~e a 
to the front, but the wedge exposes only the lead vehicle to initial ere~'> 1 




Refuse Right or Left 


A platoon will normally "refuse" (bend back) one flank of a Line forma:: 
must provide a security screen for a larger organization. A refused flan* : * * a 
toon most of the movement benefits of the column while allowing veh os ~ 



rear of the formation a limited forward field of fire. Also called an Echelor a ' 
tion with one flank refused maximizes firepower to the sides. The spacing 
tanks depends on the terrain and on the requirements of the mission. 


The platoon leader occupies the lead position in the formation. The remainrc rmaM 
tanks deploy behind and on an angle from the platoon leader's "8 o'clock' or < 
o'clock" position. The formation is then said to have refused its left or right 


The Refused formations should be used to screen a larger organization whe- 
contact with enemy forces is expected. It can be a difficult formation to ma t 
especially in close terrain with limited line of sight. 


Movement Techniques 


The Movement Techniques described in this section are based on actual battle ta»n u 
practiced by US tank platoon leaders. Because Armored Fist 2 is an accurate simu 2 - 
tion of modern armored warfare, the same tactics that work in the real world 2 s: 
work here. 


Movement techniques are specific "shoot and move" tactics that a platoon leaoe* 
uses to move his forces from point to point on the battlefield. In the Army's 
FM 17-15. there are three elements to take into consideration when choosing a 


- ament technique: "the likelihood of 
to provide overwatch, and the ter *2 


- - : ally, movement techniques are . 2 - 2 : 

- :ept every soldier learns in basic trainin': 
c : • to platoons of vehicles rather tha r - : 
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Traveling Overwatch 
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: -nove" tactics that a platoon leade' 
the battlefield. In the Army's 
to consideration when choosing a 


- : .ement technique: "the likelihood of enemy contact, the availability of other ele- 
-r-its to provide overwatch, and the terrain over which the platoons are moving." 

Essentially, movement techniques are variations on the "fire and movement" 

: -:ept every soldier learns in basic training. The difference is that in this case they 
I icoly to platoons of vehicles rather than individual soldiers. 

Travel 

' jve/ is a movement technique used when the risk of enemy contact is unlikely 
- speed is important. You will probably not use this method of movement very 
: ~- en in Armored Fist 2 because your forces usually start each mission in relative 
: 'oximity to the enemy. Travel moves are normally administrative in nature and not 
i^sociated with combat operations. Of the three movement techniques, travel is the 
*asrest. 

because enemy forces are not expected to interfere, security is considered irrelevant 
:-hng a travel movement. AH elements are kept continuously on the march (i.e., no 
cements are deployed to overwatch the move.) Speed is a primary concern, so ’ 
ratoons stay in column and move using the local road network wherever possible. 

Traveling Overwatch 

'-aveling Overwatch is a movement technique used when enemy contact is unlikely 
possible. Basically, one platoon has the responsibility of providing security for 
-e rest of a formation on the move. The designated platoon is referred to as the 
overwatch platoon because it must watch over friendly forces. 

•Vhen using this technique, the main body of the formation moves normally. The 
overwatching platoon, however, has a difficult task to perform. Its mission is to 
prevent the enemy from surprising the main formation of troops. To do this, it must 
move so that it keeps up, but it must also position itself so that it can provide 
suppressive fires if enemy forces appear. 

n most cases vehicles belonging to the overwatch platoon act as outriders to the 
main body of troops. By stationing themselves on the flanks or in front of the 
formation, these vehicles can screen the larger unit and provide advance warning if 
they discover enemy forces nearby. This gives the main body time to disperse or 
assume a more combat ready configuration. 

Traveling overwatch combines the two basic principles of armored warfare: 
firepower and mobility. The main formation can continue moving, thus preserving 
its mobility. At the same time, the overwatching platoon retains its ability to provide 
direct fire on enemy positions at all times. 

Bounding Overwatch 

Bounding overwatch is a movement technique used when the formation expects 
enemy contact. Although it is the slowest of the three types of movement, it is the 
technique you are most likely to use in Armored Fist 2. Bounding overwatch allows 
the formation to continue moving forward even when expecting enemy contact. 

There are two types of bounding overwatch: advance by alternate bounds or 
advance by successive bounds. You should base your selection of alternate or succes- 
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Ammo Selection 

j do not have unlimited 
*35te an anti-tank round when a — 
specialized shell like a STAFF round 
iSOOt. 

Situational Awareness 

hi aware of what is going on aroonc ,o 
-any vantage points as possible -*■ 

Shoot, Move, Communic. 

■"“€ Ml A2 is the ultimate digitized fxfz 
: ‘shoot and move." Use its radio t= :: 
;r hard to reach targets. 

Mass & Maneuver 

.ever take the opposition head-c - - 
against the enemy's weakness. Attack 
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tre tanks. 

General Combat Tactics I 

Your success as a platoon leader in Armored Fist 2 depends on your ability to Of* - 
the most from your vehicles. This means maximizing both their inherent mot *• 
and their devastating firepower. When used properly, the Ml A2 tank platoon 5 
perhaps the most destructive conventional piece of equipment in the Army 
inventory, and it is unsurpassed in its ability to survive on the battlefield. 

Even so, the tank is not invincible. It has limitations, so this portion of your ma'-_-i 
concludes with a summary of useful combat tactics designed to keep you and >cxr 
crews alive and effective on the battlefield. 

Use of Terrain 

The single most important piece of advice any young platoon leader needs to 
remember is to always use your surrounding terrain features. Take care when 
advancing out into the open and always use terrain to mask your movements wber* 
possible. Never crest a ridge; go around. Move quickly through open areas. 

Try to Get in the First Shot 

Studies show that the side that shoots first normally wins an engagement even if 
outnumbered. By shooting first, you eliminate a portion of the opposition before it 
has a chance to fire. 


sive bounding on the predominate terrain in the area and the required - 
the advance. In both instances, the movement requires that the forces or tare. t» l 
broken down into two separate sections or "teams." (A force of two p a:: :' 
for employing bounding overwatch tactics.) 

Alternate Bounds— When advancing by alternate bounds, the two elemerr ar» 
in effect, playing a game of "leap frog." The lead element bounds forward jr 
reaches a point of good cover and concealment. It takes up an overwatc^ cesoafl 
at this location where it can direct fire into the battlespace ahead. The trait - : 
element now bounds past the leader, until it reaches its own cover and arcs** 
ment. Once the trailing element (now in the lead) assumes an overwatch prsia m 
the former leading element now bounds forward. 

Notice that while the two elements are bounding, only one is moving at ar» gmm I 
time. The halted element is responsible for providing cover for the exposed - 
element. Repeat the process as often as is necessary to get the formation :o 
it's going. It's tedious, but it's a safe method of advancing into hostile tern:: - 
no time are both elements exposed to potential enemy fire. 

Successive Bounds— When advancing by successive bounds, the trailing e €■ 
moves up and stops at a position abreast of the leading element. Unlike the ate* 
nate bounds method, the trailing element never advances past the leader. eatj 
element always initiates the movement by making the first bound and over* 2 :3fll 
the trailing element as it moves up. 

This method of advance is slower than alternate bounding but it is more sec jr* m 
bounds are generally shorter so both elements spend less time moving and eaprsefi 
to enemy fire. Successive bounding is also easier to control. The lead elemer: 
remains in command throughout the movement. 
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Ammo Selection 

j do not have unlimited ammunition, so choose your weapons wisely. Never 
^aste an anti-tank round when a burst of machine-gun fire will do. Never fire a 
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Situational Awareness 

aware of what is going on around you at all times. Access the situation from as 
-any vantage points as possible, and expect the unexpected. 

''ding, only one is moving at a- 1 , jr^.<r 
providing cover for the exposec — r .me 
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3 of advancing into hostile termor* -j 
ntia! enemy fire. 

Shoot, Move, Communicate 

The Ml A2 is the ultimate digitized fighting machine. Use its firepower and mobility 
:o "shoot and move." Use its radio to communicate. Call in air strikes and artillery 
on hard to reach targets. 
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the leading element. Unlike the at"- 
e,er advances past the leader. 

"aking the first bound and ove".*. aortic. 

Mass & Maneuver 

Sever take the opposition head-on. Always seek to concentrate your strength 
against the enemy's weakness. Attack the enemy on his flanks or rear and use the 
e ement of surprise. 

^ate bounding but it is more sec_~r ~"i* 
its spend less time moving and exposec 
as er to control. The lead element 
nent. 

Target Selection 

.Vhen confronted by an enemy combined arms force, shoot the tanks first. Target 
nfantry fighting vehicles and armored personnel carriers only after you eliminate 
the tanks. 
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NovaLogic Technical Support 

'hank you for purchasing Armored Fist2® sequel to the award winning Armored 
1 st tank simulation. NovaLogic is committed to creating quality entertainment 
iDftware that pushes the technological envelope and this commitment doesn't end 
-•.hen you purchase our games however-it's only just begun. 

Technical Support Line: (818) 878-0325 

* you need to speak to someone directly, our technical support staff can be reached 
during normal business hours (Monday through Friday 9AM to 5PM Pacific 
Standard Time). To better assist you, a technical support staff member is likely to 
ask questions regarding your specific hardware set-up. Have this information 
nandy. Also, be prepared to explain the exact nature of any problems you are 
experiencing. For example, write down the exact wording of any on-screen error 
messages you may be receiving. 

Fax Support Line: (818) 880-3448 

You may fax your questions to a member of technical support at anytime, day or 
night. Be as specific as possible regarding any problems you may be experiencing 
and a technical support representative will get back to you as soon as possible. 

Email Support Address: 
support@novalogic.com 

You may email your questions or comments to a member of technical support at 
any time. Be as specific as possible regarding your hardware setup and any prob¬ 
lems you may be experiencing so that we can better assist you. 

Internet Website: http://www.novalogic.com 

You may also visit the NovaLogic website for frequently asked questions about the 
products, up-to-the minute product information, game updates and screen shots. 

In addition, our website offers previews of coming attractions, as well as an 
on-line store. 

Bulletin Board Service: (818) 880-3444 

The NovaLogic BBS can be reached 24 hours a day for your convenience. It is 
offered to our customers as an alternative to downloading files from our website. 
You may log-on to the NovaLogic BBS using any standard modem and terminal 
program. 
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Legals 


NovaLogic's Limited Ninety-Day Warranty and License Provisions 

IMPORTANT: By retaining this product or breaking the seal on the software, you agree to the following terr\s 
and conditions. If you do not wish to be bound, promptly return this product in its entirety with proof of p-'- 
chaseto NovaLogic, Inc., 26010 Mureau Road, Suite 200, Calabasas, California 91302, and a full refund v. 
be made. 

Limited Warranty on Media 

NovaLogic, Inc. ("NovaLogic") warrants the compact disc on which this product is recorded to be free from 
defects in materials and workmanship under normal use for a period of ninety (90) days from the date of p_- 
chase as evidenced by a copy of your proof of purchase. NovaLogic's entire liability and your exclus .f 
remedy in the event of such defect will be replacement of the compact disc not meeting NovaLogic's link¬ 
ed warranty and which is returned to NovaLogic with a copy of your proof of purchase. NovaLogic will ha.e 
no responsibility to replace any such compact disc damaged by accident, abuse or misapplication. T~ s 
policy applies to the initial purchase only. 

ANY IMPLIED WARRANTIES ON THE COMPACT DISC, INCLUDING THE IMPLIED WARRANTIES OF MER¬ 
CHANT ABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED IN DURATION TO NINETY 9C 
DAYS FROM THE DATE OF DELIVERY. THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU 
MAY ALSO HAVE OTHER RIGHTS WHICH VARY BY JURISDICTION. 

If you believe you have found any such error or defect during the warranty period please return the defe:- 
tive compact disc together with a dated proof of purchase to NovaLogic, Inc., 26010 Mureau Road, Sute 
200, Calabasas, California 91302, for a free replacement. 

Disclaimer of Warranty on Product 

YOU EXPRESSLY ACKNOWLEDGE AND AGREE THAT USE OF THIS PRODUCT IS AT YOUR SOLE RISK. TH;S 
PRODUCT AND RELATED DOCUMENTATION ARE PROVIDED "AS IS" AND WITHOUT WARRANTY OF AN • 
KIND AND NOVALOGIC EXPRESSLY DISCLAIMS ALL WARRANTIES, EXPRESS OR IMPLIED, INCLUDING. 
BUT NOT LIMITED TO, THE IMPLIED WARRANTIES OF MERCHANT ABILITY AND FITNESS FOR A PARTIC¬ 
ULAR PURPOSE. UNAUTHORIZED REPRESENTATIONS: NOVALOGIC WARRANTS ONLY THAT THE PRO¬ 
GRAM WILL PERFORM AS DESCRIBED IN THE USER DOCUMENTATION. NO ADVERTISING, DESCRIPTION 
OR REPRESENTATION, WHETHER MADE BY A NOVALOGIC DEALER, DISTRIBUTOR, AGENT OR EMPLOYEE 
SHALL BE BINDING UPON NOVALOGIC OR SHALL CHANGE THE TERMS OFTHIS DISCLAIMER OR THE LIM¬ 
ITED WARRANTY ON MEDIA SET FORTH ABOVE. NOVALOGIC DOES NOT WARRANT THAT THE FUNC¬ 
TIONS CONTAINED IN THE NOVALOGIC PRODUCT WILL MEET YOUR REQUIREMENTS, ORTHATTHE OPER¬ 
ATION OF THE NOVALOGIC PRODUCT WILL BE UNINTERRUPTED OR ERROR-FREE, OR THAT DEFECTS N 
THE PRODUCT WILL BE CORRECTED. FURTHERMORE NOVALOGIC DOES NOT WARRANT OR MAKE ANV 
REPRESENTATIONS REGARDING THE USE OR THE RESULTS OF THE USE OF THE PRODUCT OR RELATES 
DOCUMENTATION IN TERMS OF THEIR CORRECTNESS, ACCURACY, RELIABILITY, OR OTHERWISE. NC 
ORAL OR WRITTEN INFORMATION OR ADVICE GIVEN BY NOVALOGIC OR NOVALOGIC'S AUTHORIZED REP¬ 
RESENTATIVE SHALL CREATE A WARRANTY OR IN ANY WAY INCREASE THE SCOPE OF THIS WARRANT' 
SHOULD THE PRODUCT PROVE DEFECTIVE, YOU (AND NOT NOVALOGIC) ASSUME THE ENTIRE COST OF 
ALL NECESSARY SERVICING, REPAIR OR CORRECTION, SOME JURISDICTIONS DO NOT ALLOW THE 
EXCLUSION OF IMPLIED WARRANTIES, SO THE ABOVE EXCLUSION MAY NOT APPLY TO YOU. 

NO CONSEQUENTIAL DAMAGES: NOVALOGIC SHALL NOT BE LIABLE FOR SPECIAL, INCIDENTAL, CONSE¬ 
QUENTIAL OR OTHER DAMAGES, EVEN IF NOVALOGIC IS ADVISED OF OR AWARE OF THE POSSIBILITY OF 
SUCH DAMAGES. THIS MEANS THAT NOVALOGIC SHALL NOT BE RESPONSIBLE OR LIABLE FOR LOST 
PROFITS OR REVENUES, OR FOR DAMAGES OR COSTS INCURRED AS A RESULT OF LOSS OF TIME, DATA 
OR USE OF THE SOFTWARE, OR FROM ANY OTHER CAUSE EXCEPT THE ACTUAL COST OF THE PRODUCT 
IN NO EVENT SHALL NOVALOGIC'S LIABILITY EXCEED THE PURCHASE PRICE OF THIS PRODUCT. SOME 
STATES DO NOT ALLOW THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAM¬ 
AGES, SO THE ABOVE LIMITATION OR EXCLUSION MAY NOT APPLY TO YOU. 

License 

NovaLogic grants you a nonexclusive, nontransferable license as follows. You are entitled to use this prod¬ 
uct for your own use, but may not make (except for backup), sell or transfer reproductions of the software 
or manual to other parties in any way, nor rent, lease, or preview the product to others without the prior writ¬ 
ten permission of NovaLogic. You may use one copy of the product on a single terminal connected to one 
particular computer. You may not reverse engineer or disassemble the product. 
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